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HOW TO FINISH 


THE LEGEND OF ZELDA 


OCARINA OF TIME 


Tricky. That's one way to describe the original N64 Zelda. Want to know 
how to complete Miyamoto's masterpiece in under 60 hours? Then, this 
is the place. We've pieced together the most complete, but most 
streamlined, Zelda guide yet, revealing all the hints and tips that will 
enable you to cruise through the game well under the time limit most 
people believe makes up Ze/da’s lifespan. And you can’t ask fairer than 
that, can you? Nope. 
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KOKIRI FOREST 

1. Navi the Fairy will keep pestering 
you to visit the Great Deku Tree, so get 
out of bed and leave the house. You'll 
need to collect some items before 
Mido will let you see the tree, though, 
as the path is full of enemies. The 
Kokiri Sword can be found by crawling 
through the small hole near the home 
of the know-it-alls (to your left as you 
exit Link’s house). The Shield is a little 
harder to come by ~ you'll need to 
raise 40 rupees to buy it. You'll find 
money inside some of the houses, and 
you can always cut the grass for a 
small reward... 


2. Once you've obtained both these 
items Mido will let you pass. Speak to 
the Great Deku Tree to learn what 
Ganondorf has done. Offer to help 
and you'll be allowed to enter the 
game's first dungeon. 


INSIDE THE DEKU TREE 
To break the curse that’s been 
placed upon the Great Deku Tree 
you need to slay the boss, Gohma, 
who lurks deep within the 
dungeon. Follow the pointers 
below to get through quickly. 


1. The small plants dotted about in 
this dungeon will rejuvenate after a 
short while, so if you're low on health, 
money or anything else, just stand by 
one and keep collecting the items that 
they hide before moving on. When 
you're fully equipped, climb the vines 
and collect the dungeon MAP before 
moving on to a door. 


2. In this next room you'll need to 
target the Scrub; use your shield to 


bounce the nuts he spits back at him 
Once you've frightened him off, step 
through the door and you'll come 
across the SLINGSHOT in the next 
chamber. Use it to fire a Deku Seed at 
the ladder opposite. The ladder will 
fall down, allowing you to leave. 


3. Head back to the room where you 
got the map and shoot the enemies. 
Climb the vines and look for a door 
leading to a large room. Step on the 
button and leap across the raised 
platforms to the large chest 
containing the COMPASS. Use a Deku 
Stick to light the other torch and raise 
the bars blocking the door. 


A. Kill the Big Skulltula and jump off 
the ledge. Aim for the centre of the 
cobweb and you'll burst through it to 
the floor below. Hoist yourself up onto 
dry land and step on the button to 
create a flame nearby. Light a Deku 
Stick and use it to burn the cobweb 
covering the door. 


5. Another Scrub lurks in this small 
chamber. Dispose of him in the usual 
manner and, using your slingshot, fire 
a Deku Seed up into the eye above the 
door. Dive down to press the button in 
the next area and swim back to the 
bank. Jump onto the moving platform 
to cross safely to the other side. 
Defeat the Big Skulltula and pull the 
block across to reach the higher 
ground and the door. 


6. Light all the torches with another 
Deku Stick to proceed. Use it again to 
burn the cobweb blocking the small 
tunnel in the next chamber. Once 
you're through, push the block off the 
ledge and hop over to the flame you 
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lit earlier. Light another stick and hop 
back to use it on the large web 
covering the hole. 


7. Drop down and defeat the Scrubs in 
the order you were given earlier by 
their traitorous brother. The door that 
leads to the boss of this dungeon will 
then open... 


BOSSI 

Parasitic Armoured 

Arachnid GOHMA 

With such a high standard of 
graphics running right through 
Zelda you'd expect the dungeon 
master to be something a little bit 
special, and Gohma is the first of 
many great-looking boss 
characters. The downside is that 


an experienced player can beat 
her almost instantly, 


1. When you enter the room just 
stand still - Gohma won't drop down 
to the Floor and attack you until she 
sees you. When she hits the floor, 
whip out the slingshot and aim For her 
eye. One good shot will be enough to 
stun her and you can get in quite a 
few hits with your sword before she 
scuttles off up the wall. 


2. Wait until Gohma’s on the ceiling 
before pulling out your catapult once 
more. Aim for the eye once again (it's 
quite tricky to hit because she’s 
moving about) and when you get 
your shot in the right place she'll 
come crashing back down to the floor. 
Rush in there and hack her to pieces 
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with your sword. Voila! The first boss 
of the game killed in under a minute! 


3. Remember to pick up the Heart 
Container from your defeated foe, as 
this will increase your life meter to 
four hearts and enable you to take 
more damage before you die. Once 
you have it step into the portal to 
leave the Great Deku Tree. 


THE CASTLE 

1. After you've accepted the challenge 
to save Hyrule and collected the Kokiri 
Emerald, leave the forest and Saria 
will hand you a FAIRY OCARINA. Say 
your goodbyes and head through the 
market square to Hyrule Castle, the 
home of Princess Zelda, which is 
littered with guards. Get caught a few 
times and run back to the vines at the 
beginning of the area to find Malon, 
the ranch keeper's daughter, who'll 
give you an EGG. Make your way past 
the guards and you'll meet Talon. In 
the morning the egg will hatch into a 
CHICKEN. Use it to wake up the ranch 
keeper and push the crates off the 
ledge to jump to the small tunnel that 
leads to the Castle Courtyard. 


2. Time your runs carefully to get past 
the guards and make it to Princess 
Zelda. (Before you speak to her try 
firing a few seeds at the surrounding 
windows for some unexpected 
results.) Listen to her and agree to 
help to get the LETTER. Talk to Impa to 
learn ZELDA'S LULLABY. Learn this 
song well, as you'll be using it a lot. 


3. IF you have 80 rupees spare, 
purchase the Hylian Shield from a 
shop in the Market, then head for the 


Lost Woods via Kokiri Forest. Take a 
right turn and fire a Few seeds at the 
wooden target. IF you hit the bullseye 
three times you will receive a DEKU 
SEED BAG, which allows you to carry 
more ammunition for your fairy 
slingshot. Drop down and jam with 
the crazy guys on the right for a while 
(use a pen and paper to write down 
each note) and they'll give you a Piece 
of Heart. The directions to get to the 
Sacred Forest Meadow from here are: 
Left, Right, Left, Straight on, Left, and 
Right. Make your way past the Mad 
Scrubs using your sword and shield to 
defeat them, and reach Saria who will 
teach you SARIA'S SONG. 


A. Now take a stroll to Lon Lon Ranch 
and speak to Malon, who's singing to 
the horses. Pull out your ocarina and 

she'll teach you EPONA’S SONG which 
will become important in the Future. If 
you play it to a cow when you have 

an empty bottle you will be able to fill 
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it with special milk. Enter the building 
around the pen and manoeuvre the 
crates to get the Piece of Heart hidden 
away through the tunnel. Inside the 
house you'll find Talon, tending to his 
chickens. Play Talon’s game to get a 
BOTTLE full of Lon Lon Milk and head 
off to Kakariko Village. 


5. Show Zelda's letter to the guard at 
the gate to Death Mountain and he'll 
let you pass. Now's the time to head 
back to the Market if you didn’t have 
enough rupees to buy the Hylian 
Shield earlier. Make your way up to 
Goron City and play Zelda's Lullaby 
while standing outside Darunia's door 
(the one with the carpet). Play Saria's 
Song to him and you'll receive the 
GORON BRACELET once he’s done his 
little dance. Leave the city and throw a 
bomb flower down the cliff to destroy 
the rocks blocking the way to the 
second dungeon. 


DODONGO'S CAVERN 

The evil Dodongos have taken 
over this cavern and are 
preventing the Gorons from 
getting to the nourishing rocks 
inside. To save Darunia and his 
people from starvation you must 
search the area well and quash the 
leader of the Dodongos. Your 
reward is the Goron’s Ruby. 


1. Blow up the first wall to enter the 
dungeon properly. Get onto the left 
ledge and use a bomb flower to 
destroy the wall, uncovering a chest. 
Open it up to get the dungeon MAP. 


2. Hop across to the other side now 
and blow up the right-hand door. 


Push one of the Armos statues onto 
the button to open the door. Run 
through the small corridor to the next 
room, where you'll be set upon by 
two Lizalfos warriors. Use ‘targeting’ 
to keep them in sight, striking when 
the opportunity arises, and raise your 
shield when they jump over your 
head. When you've finished them off 
the door will open. 


3. Kill the Dodongos and light the 
torches using the Deku Stick to solve 
the puzzle. Press the button back in 
the main room and go through to the 
new area. Ignore the bomb stockpile 
for now and destroy the wall to find 
the COMPASS being guarded by an 
Armos. Return to the bomb flowers 
and set the lone bomb between the 
two front bombs. Once it explodes the 
rest will follow suit and you can 
clamber up the stairs to find a door. 


4. The Armos statue in Front of the 
ladder can be moved so you can get 
to the switch that opens the door. In 
the new room you'll find a concrete 
block wedged into a gap. Pull it out 
and manoeuvre it so you can reach 
the top of the pillar with the bomb 
flower. Hold it above your head and, 
before it blows, throw it at the wall 
above the ladder for a new area... 


5. Using the slingshot, hit the eye to 
make the flames disappear. Follow the 
corridor and defeat the Lizalfos 
warriors in the next room. Shoot the 
two eyes in the area that follows and 
go through the passage to find a 
chest that contains a BOMB BAG. Carry 
on and press the button, then cross 
the bridge and drop down to the 
Dodongo skull. Place a bomb in each 
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of his eye sockets to lower his jaw, 
revealing a door to another part of 


the dungeon. 


6. In this area you need to take the 
right-hand passage and work your 
way round to get to the concrete 
block. Push it off the ledge and into 
the hole in the centre to open the 
door to the boss. 


BOSS! 
Infernal Dinosaur King DODONGO 


The Dodongos have appeared in 
earlier Zelda games, but never 
have they looked this good! You're 
restricted to the outside of this 
chamber because of the vast 
amount of lava in the centre, but 
the dinosaur king is easy to beat 
as long as you keep your cool. 


1. Standing in front of this giant will 
make him open his mouth for a fire 
breath attack, which hurts a lot if it 
hits you but is easily avoided by 
standing to one side. While he’s 
drawing in air to unleash this fireball, 
throw a bomb down his throat and 
draw your sword. The bomb will 
temporarily stun him so you can get a 
few hits in with your blade before he 
tries to roll away. This is the only time 
you can hurt him, because once he 
recovers your sword will become 
ineffective against his tough hide. 


2. Get to the edge of the lava lake to 
avoid being crushed and give chase. 
When he stops moving he'll try to use 
his fire breath attack once again, so 
throw a bomb into his mouth like you 
did before. While he’s dazed, stab him 
with your sword. 


3. Repeat the process until the dino 
king gives up and rolls into the lava 
lake. Collect the Heart Container he 
leaves behind and step into the Port: 
to exit the dungeon. al 


FAIRY ‘N’ FISH 

1. Scale Death Mountain and bomb 
the wall at the top to find a Great 
Fairy. The Fairy will give you MAGIC 
and the SWORD SPIN ATTACK. Zelda 
veterans will have seen this attack 
before, but never with the dazzling 
magic effects it now uses. Enter the 
crater and climb down to grab a piece 
of Heart. Run back outside and get a 
lift back to Kakariko Village from the 
owl. From the rooftop, drop ontoa 
ledge above the chicken coop and 
enter the house through the gap to 
collect another Piece of Heart, which 
lies next to the cow. 


2. Go to the graveyard and stand in 
front of the large tombstone at the 
back. Play Zelda's Lullaby to open up 
the royal family’s tomb. Kill all the bats 
inside to open the door and you'll find 
the SUN'S SONG inscribed on a wall. 
This tune will cause the sun to set and 
the moon to rise, and vice-versa, 
which means no more tedious waiting 
around until dawn when you want to 
enter Hyrule Castle. 


3. Now you've got that song, take a 
trip to the castle and sneak past the 
first guard. Use a bomb to destroy the 
suspicious-looking boulder and crawl 
through the gap, where you'll find 
another Great Fairy who will give YU 
DIN’S FIRE. You can use this powerful 
magic not only to defeat enemies, DU 
also to light torches. 
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A. Leave the village and go to Zora's 
River. When you get to the waterfall 
stand in Front of it and play Zelda's 
Lullaby to enter Zora's Domain. Play 
the diving game and collect all the 
rupees to obtain the SILVER SCALE 
which enables you to dive deeper 
than before. Dive through the 
underwater passage to Lake Hylia, 
grab the BOTTLE and swim back. 
Show the letter inside to King Zora, 
who will shuffle along and grant you 
access to the area behind him. 


5, Catch a fish in the now-empty 
bottle and feed it to Lord Jabu-Jabu. 
His mouth will open and you'll be 
sucked inside. 


INSIDE LORD 
JABU-JABU 

A dungeon set inside a giant fish! 
Your primary objective is to find 
Princess Ruto and persuade her to 
leave (which is no easy task). The 
boss is rather tricky, but you'll 
find one or two fairies near the 
end who are extremely useful 
during the battle. 


1. Use the slingshot to hit the ceiling 
switch. This lets you pass through the 
door. Run past the jellyfish in the next 
area to find Princess Ruto, who will 
jump down the nearby hole to the 
floor below. Follow her. 


2. Continue speaking to Princess Ruto 
until she sits down. Pick her up and 
take her through the nearby door. 
Throw her onto the other side of the 
water and then jump on the button to 
raise the water so you can climb up 
the other side to join her. Throw her 


up at the ceiling switch and. move on 
to the next area. 


3. Jump onto the moving platform 
and make your way past the jellyfish- 
infested room to face several 
Tailpasarans. Run up the right-hand 
passage, step on the button and drop 
Princess Ruto on it so you can use the 
door. Use the slingshot to defeat your 
enemies and collect the BOOMERANG 
(extremely handy on this level). 


A. Run back to the jellyfish room to 
collect the wandering Ruto and return 
to the room full of Tailpasarans. Head 
up the left passage this time and put 
her on this button as well. Target the 
tentacle with the boomerang and 
keep throwing it. You'll need to get 
close to draw it out, but keep moving 
or you'll take damage. 


5. Exit, and to your left you'll notice 
the passage is now clear, allowing you 
to open the door. Burst the bubbles 
within the allocated time and collect 
the COMPASS. You'll notice that the 
right-hand central passage is also 
clear, so enter the room at the end 
and take out the tentacle. 


6. Return to the jellyfish area with the 
princess and drop down the gap 
where the electric jelly was. Through 
the corridor is where you'll find the 
third Spiritual Stone. Throw Ruto onto 
the platform so she can get it. 


7, HOW TO MAKE SUSHI 
OUT OF BIG OCTO 

Now who guessed something like 
this would happen? You need to 
keep chasing the Octopus round 
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and round until Navi Flies over to 
it. Hit Z to get a target lock and 
throw the boomerang to stun him 
and give him a quick whack with 
your sword. Then start running 
away from it and repeat the 
process until he bites the dust, 
remembering that he'll change 
direction when the central 
platform stops spinning. As long 
as you've got patience (and stay 
away From the spikes) you'll 
defeat it with ease. 


8. Step onto the platform and let it 
take you up to the next level. There is 
a Fairy in one of the jars nearby, so 
grab it and stick it into one of your 
bottles. Cross the gap, grab a crate 
and set it down on top of the button 
to go through the door. Climb the 
vines in the next room and throw the 
boomerang to the left of the crystal so 
it curls in behind the metal and hits it 
to open the door. 


BOSS]! 

Bio-Electric Anemone BARINADE 
The hardest boss so far, and the 
main cause of Lord Jabu-Jabu’s 
discomfort. If your energy gets a 
little low the plants around the 
room will help you out, but don’t 
hang about waiting for them to 
grow back. 


1. Don't stand still for very long in this 
room, otherwise you're in fora 
SHOCK! Target Barinade's top 


tentacles and keep moving, throwing 
the boomerang at them. 


2. When the jellyfish detach from the 
base and try to hit you, throw the 
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boomerang at th 

n © exposed 
stun it, Only now an you ee 5 
hits in with the sword. a few 


3. Now the jellyfish Will move į 
to the boss. Target the base an 
throwing your boomer ng- 


and hit the 

base. Me to tarı 

individual jellyfish, They ae 
Ong, and you'll havet 


do this two or three times to eradicate 


all of them. 


4. Now keep back and th 
boomerang to stun Ba 
leaping in there and c 
to pieces. You can't 


row the 


GROWING UP 


1. Head for Hyrule Castle, where you'l} 
witness some dramatic events unfold. 
Grab the OCARINA OF TIME that 
Princess Zelda threw into the castle 
moat and learn the SONG OF TIME. 
Play the song in front of the altar in 
the Temple of Time and watch the cut- 
scene. You'll be given the Light 
Medallion by the Sage. 


2. Go to Kakariko Village and visit the 
graveyard. Enter Dampe's tomb (the 
one on the left with the plants) and 
keep up with him as he leads you 
through the windy passages, avoiding 
the flames he throws down. Your 
reward is the HOOKSHOT which is 
needed for the next dungeon. Play the 
Song of Time to remove the large blue 
block at the back, then follow the 
stairs up to the windmill in kaa 
Village, where you'll find you can n 
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collect the Piece of Heart situated 
across the room. 


3. Head for Goron City and, using 
bombs, stop the small Goron from 
rolling around. Speak to him to receive 
a GORON TUNIC. Drop down to 
Darunia’s home and pull the statue 
out to uncover a secret passage. Use 
the hookshot to get across the broken 
bridge. Sheik will give you the BOLERO 
OF FIRE song, which will warp you 
back here at any time. Step into the 
Temple of Fire... 


TEMPLE OF FIRE 
Ganondorf has imprisoned many 
of the Goron people inside the 
temple and resurrected the 
dragon Volvagia, who plans to 
feast unless you free them. The 
dungeon treasure is the Megaton 
Hammer and it’s vital for killing 
the boss. You'll also need it to 
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break the harder boulders around 
Hyrule to reveal secret areas. 


1. Run up the stairs and through the 
left door. Speak to Darunia and jump 
across to free the Goron on the left. 
Grab the KEY from the chest. Head 
back to the previous room and then 
unlock the door. 


2. Run along the bridge and drop onto 
the island on the left. Cross the blocks 
and head through the door to free 
another caged Goron with a KEY in 
the chest. Go back through the door 
and cross to the other side of the 
room where you can use a bomb to 
blow open a weak wall. You'll find yet 
another Goron and a KEY behind it. 


3. Cross the lava to the locked door 
and go through it. Jump onto the 
right-hand side of the fence and drop 
down to push the block onto the lava. 
Hop on board to be taken up to 
another locked door. More block 
pushing is required here, and once it's 
on the face tile use it to reach the 
fencing on the wall. Climb up, get to 
the ledge and look down with the 
hookshot in hand. Hit the crystal and 
clamber up to where the flames were 
previously so you can scramble up the 


next bit of fencing. 


A. Search this large area for another 
Goron/KEY combo, then look for a 
door with one more Goron and a KEY 
behind it. In the boulder room there's 
a locked door that needs a key. Ha! 
You've got keys. Unlock the door after 
that and run across the wire meshes, 
but instead of going through the door 
at the end hoist yourself over the 
large fence to collect the MAP. Make 
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your way back across the meshes and 
through the door. 


5. You're now back in the boulder 
room. Leap across to find a large crack 
on one of the columns which, when 
bombed, reveals a Goron with a KEY. 
Climb back up and look for a switch 
that releases the other prisoner. Jump 
over to set him Free and collect the 
KEY. Race back to the room with the 
wire meshes and the chasing flame, 
jump From the mesh to grab hold of 
the ledge and pull yourself up so you 
can open the locked door. 


6. Take the left-hand route to the door 
at the back of the room, avoiding the 
fire traps of course. Play the Song of 
Time to make a block appear but 
ignore it for now. Instead, run through 
to the other door which takes you to 
the right hand path. Press the button 
and dash past the flames. Throw a 
bomb at the door to uncover the real 
one and enter. 


7. Beat the Flare Dancer by firing the 
hookshot or throwing a bomb at it. 
This'll put out the flames and the 
dancer's true form will be revealed. 
Use your sword to hit it a Few times 
until it runs away and leaps into the 
fire to ignite itself again. Perseverance 
is the key to winning here. Jump onto 
where the flames were and go 
through the door. 


8. Climb up and look over the edge at 
the crystal. Fire the hookshot at it to 
fan the flames so you can climb more. 
In the next area press the button and 
race up the stairs to the large chest, 
which holds the MEGATON HAMMER. 
Bash the raised block and the statue 


below with the hammer. Hit the next 
stone and drop a crate onto the blue 
button to pass through the door. 


9. Hammer the next block and drop 
down the gap. Hit the rusty switch 
and enter the door to free the Goron. 
Collect the KEY. Exit the way you came 
in and hammer the top of the large 
pillar. Fall down and run back to the 
very first room. 


10. Hit the statue in front of the door 
and fight your way past the enemies 
to release the last Goron and collect 
the BOSS KEY. Now follow Darunia 
through to the dungeon master's 
chamber and fight the dragon. 


BOSS! 

Subterranean Lava 

Dragon VOLVAGIA 

This boss is HARD, so have your 
wits about you when Facing it (as 
well as a fairy or two). Once 
you've beaten him you can return 
to the Chamber of Sages where 
you'll receive the Fire Medallion. 


1. The resurrected dragon will appear 
from one of the lava pits, so keep your 
eyes open and when he rears his ugly 
head bash it with the Megaton 
Hammer. Attack with your sword 
while he's stunned. 


2. Volvagia will take to the air and try 
to toast you with his breath, so keep 
running to avoid it until he disappears 
back down one of the holes. 


3. He'll pop up again shortly so stun 
him with the Hammer and strike with 
the sword. When the boulders start to 
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i tch for the 
fall, keep moving and wal 
aera of the rocks which tell you 
where they are about to land. 


4. After a few more hits Volvagia will 
be dead once again and peace will 
return to Goron City. 


MORE MAGIC 

1. Turn left at the entrance to Goron 
City and smash the boulders to finda 
Great Fairy who will double your 
MAGIC. This magic is especially useful 
when you come to fight Ganondorf at 
the end of the game. 


HOW TO ACQUIRE 
YOURSELF A HORSE 
Now it's time to find yourself a 
horse. Head off to Lon Lon Ranch 
and pay Ingo 10 rupees to ride a 
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horse. Play Epona's Song to tame 
her and while on horseback speak 
to Ingo and accept his challenge of 
a race. Beat him twice (blocking 
him from getting past of course) 
and you'll be allowed to keep 
Epona! To leave the ranch you 
have to charge towards the gates 
and leap over them at full speed. 


2. Venture into the Lost Woods and 
play Saria's Song to Mido, who will 
then let you pass into the Sacred 
Forest Meadow. Learn the MINUET OF 
FOREST from Sheik and use the 
hookshot to enter the dungeon. 


FOREST TEMPLE 

Saria is somewhere deep inside 
the temple, captured by the evil 
monsters that lurk within. To get 
to the boss you'll need to do a bit 
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of ghostbusting, as well as all of 
the usual monster-bashing and 
puzzle solving. 


1. Clamber up the vines on the wall 
and grab the KEY from the chest. 


2. Head into the main area and watch 
the ghosts disappear. Run over to the 
blue block and play the Song of Time 
to remove it. Climb up the vines 
outside and through the door you'll 
find the dungeon MAP. Press the 
button and drop down the well to find 


another KEY. Return to the main room. 


3. Behind the door, opposite the one 
that leads back to the meadow, are a 
few Stalfos knights that must be 
defeated. Stab with your sword when 
they raise their weapon to attack and 
after a few hits they will crumble to 
reveal a chest containing a third KEY. 
Exit and unlock the door on the right. 


A. Climb the ladders inside and pull 
out the block before giving it a push 
to the right. Run through the archway 
and push the block again before 
climbing up the ladder you passed 
earlier. Push this second block and 
climb down the ladder to get to the 
first one. Jump onto it and shove the 
second one to reach the ladder. Open 
the locked door to enter the corridor. 


5. Jump across to open the next 
locked door and run down the stairs 
to another door. Kill all the Stalfos 
knights in here to get the BOW. This 
weapon will become invaluable in 
your quest to save Hyrule. Run back 
to those stairs and shoot the three 
paintings with an arrow when the 
ghost appears in them (shoot from a 


distance to make sure she doesn’t 
disappear). Kill Joelle (using your 
sword and shield) and collect the KEY. 


6. Go back to where you got the bow 
and head through the other door. 
Shoot the paintings and defeat Beth to 
get the COMPASS. If you head back to 
the twisted corridor you may recall 
there being an eye above the door 
before you entered it. Fire an arrow at 
it to untwist the passage and run past 
the picture frames to a-locked door. 


7. One of Zelda's most ingenious 
puzzles, this. Hop on a pillar and fire 
an arrow through the Flame to melt 
the ice surrounding the eye. Back in 
the previous room you'll find that 
things have changed significantly and 
you can drop down a hole in the floor 
to a spacious chamber. Time your 
runs so you don’t get squashed and 
press the button to open the door. 


8. Send an arrow into the painting to 
lower the cubes onto the floor. Push 
them together so they match the 
picture to force Amy out of there. Use 
your sword to finish her off and go 
through the door to the main room. 


9. To defeat Meg, fire an arrow at 
each ghost until you get the right one. 
After a few hits she'll give up the 
ghost (Ha ha ha!). Use the elevator to 
go down and push the wall to rotate 
the room so you can press the 
buttons to get to the boss. 


Evil Spirit from Beyond 
PHANTOM GANON 


Phantom Ganon is a master of 
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Illusion, so be careful not to be 
caught out by his tricks. Once he's 
been banished to the limbo 
between dimensions, pick up the 
Heart Container and leave the 
Forest Temple. 


1. Phantom Ganon’s first attack will be 
to leap from one of the paintings and 
fire a large energy bolt at you, Watch 
the pictures carefully and’you'll see 
two phantoms riding towards you, 
although only one is real. As the real 
one gets to the end of the path a 
portal will open so that it can pass 
through into your world, and this is 
when you need to shoot an arrow at 
it. IF your aim is true the ghost will 
turn and ride back into the picture, 
only to reappear in another one. 


2. After he’s been on the business end 
of a few hits the rider will dismount 
and take to the air and begin 
throwing energy bolts at you. Target 
him with Z and use the Master Sword 
to send them back in his direction but 
beware - Phantom Ganon is also 
capable of the same trick, so time 
your sword swings carefully. 


3. When an energy bolt hits the 
ghostly Ganon, rush forward and 
swing your sword into him as many 
times as you can before he recovers 
from the bolt. He’s tough and can take 
quite a few hits, so be patient and 
eventually you'll succeed. 


4. When Phantom Ganon's gone, pass 
through Zora's River to get to Zora's 
Domain and step outside to where 
Lord Jabu-Jabu should be. Collect the 
Piece of Heart on the ice and cross 
over to the Ice Cavern. 


ICE CAVERN 

Not really a dungeon, this, but 
more like a big cave. Hidden away 
inside is a pair of iron boots which 
you'll need for the Water Temple 


up ahead. 


1. Make your way to the Freezard 
statues and defeat them all to open 
the door. Collect all the silver rupees in 
the next room and proceed to the 
next area (the game says they're 
white but we know different). 


2. Put some blue fire into a bottle and 
use it to melt the red ice and obtain 
the MAP. Next, use some more blue 
fire on the ice in the ice blades room. 
Explore the passage on the left and 
you'll find a Piece of Heart and the 
COMPASS before heading through the 


passage opposite. 


3. Use the large ice platform to collect 
all the silver rupees in the area, 
pushing the platform down one of the 
pits if you get stuck. 


A. Use blue fire on the red ice to enter 
the room with the White Wolfos and 
grab the IRON BOOTS from the chest. 
Learn the SERENADE OF WATER from 
Sheik - this will warp you straight to 
Lake Hylia whenever you play it. 
Finally, collect some blue fire in a 
bottle and leave the Ice Cavern. 


5. Use the blue fire you bottled on 
King Zora to receive a ZORA TUNIC 
which will enable you to breathe 
underwater. Warp to Lake Hylia via 
the Serenade of Water and pull out 
the blue plug above the temple 
entrance with the hookshot to open 
the way into the Water Temple. 
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TEMPLE OF WATER 

It's inside this temple that the 
reunion between Link and 
Princess Ruto takes place, and the 
look on Link’s face when she 
mentions marriage is a classic! 
This dungeon also sees you 
fighting against your shadow, and 
provides a real challenge. 


4. Put on the iron boots and sink to 
the bottom of the room. Walk through 
the right-hand passage and speak to 
Princess Ruto. Take off the boots to 
swim up and play Zelda's Lullaby to 
lower the water level. Go through the 
door and kill the enemies within to get 
the MAP. Drop back down the gap you 
swam up and fire a couple of arrows 
through the flame to light the other 


torches. Defeat the Shell Blades in the 
next room for a KEY. 


2. Walk over to the large movable 
block in the main room and push it all 
the way along into the water. Follow 
the passage, hit the crystal and jump 
on the water to cross the gap. Dive 
into the pool in the next room and, 
‘standing near the underwater gate, 
fire the hookshot at the crystal in the 
dragon's mouth. Pass through and 
grab another KEY. f 


3. Get back to the main room and 
unlock the door. Use the hookshot to 
reach the royal family crest and play 
Zelda's Lullaby once again to raise the 
water. One of the blocks at the bottom 
of the room will float up, uncovering a 
secret tunnel. Explore it to find a 
crystal. Strike it to free half-a-dozen 
monsters which you must defeat to 
open up the other grate. Swim up 
here for a KEY. 


4. Hurry back to where you met Ruto 
and swim up to find a wall with a 
large crack in it. Use a bomb to 
destroy the wall completely and 
collect the KEY inside the chest. 


5. In the main room let the water take 
you up to its level and look for a 
locked door. Stand on the jet of water 
inside and hit the crystal to go up a 
floor and through the door. Play 
Zelda's Lullaby once again to raise the 
water level. 


6. Pass through the locked door and 
the one after it to come to a room full 
of Blue Tektites. Use the crystal to 
raise and lower the statues so you can 
hookshot across the water. To get UP 
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to the next area stand on the statue 
when it's down and hit the crystal to 
be elevated up. 


HOW TO BEAT YOUR 
SHADOW 

You'll recognise this enemy from 
Zelda li: A Link to the Past, 
however there's no ducking in the 
corner this time to save you. Run 
across the island in the centre and 
turn around to see your shadow 
standing by the tree. Usually the 
Giant's Knife or Biggoron’s Sword 
would deal with this foe swiftly 
and efficiently, but since that 
option isn’t available another 
scrappy way to beat your shadow 
is to target with Z, keep moving 
backwards while swinging your 
sword and throw some Deku Nuts 
to draw him towards you so you 
can get a hit in. After each 
successful strike the shadow will 
reappear nearby so you'll need to 
re-target quickly to avoid a sneak 
attack. Alternatively, the only 
sword attack that will hurt him is 
the quick spin attack (twirl the 
analogue stick through a whole 
circle and press B). 


7. Once you've won, go through the 
door and collect the LONGSHOT. Play 
the Song of Time and drop to the 
river. Use the iron boots to get past 
the whirlpools and use the longshot to 
get onto the platform. Shoot an arrow 
into the eye to raise the grate and fire 
the longshot into the chest to cross 
the water. Open it for a KEY. 


8. Back in the main room make your 
way to where you met Princess Ruto, 


swim up to the royal family crest and 
play Zelda's Lullaby to lower the 
water. Get inside the tower in the 
main room to raise the water level, 
then leave it again. Look for an eye 
below a grate and shoot an arrow into 
it, then use the longshot to cross the 
water. Push the block, get the KEY and 
put on the iron boots to sink to the 
bottom of the area. Head through the 
north passage and aim for the target 
above the door to get past the large 
spikes. Unlock the door. 


9. Use the iron boots to cross to the 
other side and then take them off to 
float up and climb out of the water. 
Kill the Stingers in the next room and 
bomb the two odd walls. Push the 
stone block onto the button to flood 
the room and get to the door. 


10. Defeat the Tektites with your bow 
and press the button. Use the jets of 
water to cross over to the next room. 
Next, head right and down into the 
passage then swim up to a locked 
door. Behind it lies a chest which 
contains the BOSS KEY. 


11. Now raise the water level to its 
highest point and longshot over to the 
statue that you couldn't reach with 
the hookshot. Put the fairies into any 
spare bottles you have and then run 
up the slope in the next room to 
unlock the final door... 


BOSS! 

Giant Aquatic Amoeba MORPHA 
Beware of the amoeba’s arms that 
come from the water, as these will 
grab and throw you against the 
wall, causing lots of damage. Also 


try to stay on the bank, as you're 
vulnerable in the water. 


1. Take a dip in the water to get 
Morpha’s attention, then jump back 
onto the outside ledge and target the 
nucleus. Keep it in sight but try not to 
stand still for too long or you could 
get grabbed. 


2. Fire the longshot at it to pull it onto 
the bank where it's vulnerable. Slash it 
quickly with the Master Sword before 

it retreats back into the water. 


3. Try to stay away from the edge of 
the water, to stop Morpha dropping 
back in as soon as you've reeled him 
out, so there's more time to attack it. 
Watch out for those arms from the 
water as they cause plenty of harm. 


4. Once Morpha has been defeated, 
collect the Heart Container and then 
use the portal to return to the 
Chamber of Sages. 


MORE SONGS 

1. Shoot an arrow into the sun as 
dawn breaks to receive the FIRE 
ARROW. If you fancy a break now, 
swim over to the cabin for a spot of 
fishing. Pay the man 20 rupees and 
Give it a try - we guarantee you'll be 
hooked. Our current record stands at 
16 pounds, but we're sure someone 
can beat that with a bit of work. 


2. Get to Kakariko Village and witness 
the destruction that is occurring. 
Learn the NOCTURNE OF SHADOW 
from Sheik and then speak to the 
musician inside the windmill to learn 
the SONG OF STORMS. 
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3. Get to the Temple of Time and 
replace the Master Sword to go back 
to being a child. Get back to the 
windmill and play the Song of Storms 
to drain the well outside. Climb down 
the ladder and venture into this 
hidden area. 


BOTTOM OF THE WELL 
Another mini-dungeon this may 
be, but it's just as dangerous as 
any other dungeon. There's quite 
a bit to see here, but since we're 
only after one item it’s all over 
rather quickly. 


1. Run round to where the water's 
flowing from and play Zelda's Lullaby 
to drain it all away. 


2. At the beginning of this area, look 
for a small tunnel that you can 
squeeze through. To defeat the Dead 
Hand on the other side, get near one 
of the arms so it grabs you. Break free 
and attack Dead Hand when he 
lowers his head to bite you. When he 
disappears into the earth you'll need 
to let another hand grab you and 
bring him out from the ground. Wait 
for him to get close and lower his 
head before hitting him once again. 


3. Once Dead Hand's defeated open 
the chest to acquire the LENS OF 
TRUTH which allows you to see false 
walls, doors etc. Now leave the 
dungeon. There's plenty more to find 
in this area but the lens is the only 
important item here. 


A. Warp back to the future and play 
the Nocturne of Shadow to get to the 
graveyard in Kakariko Village. Use 
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Din’s Fire-to light all the torches and 
open the door to the temple. 


SHADOW TEMPLE 


The Shadow Temple is full of secret 
passages and invisible enemies. 
Use the Lens of Truth to seek them 
all out but remember that it uses 
up magic power. Also look out for 
the Hover Boots, as these will let 
you cross gaps that you couldn’t 
normally get over. 


1. Use the longshot to cross the gap 
and then pass through the false wall. 
Push the statue to face the real 


flaming skull (revealed with the Lens 
of Truth). 


2. Look for a secret Passage and pass 
through the false wall on the right. 
Defeat the enemies and collect the 
dungeon MAP. Get back-and look for 
some more illusions and you'll 
eventually find a Dead Hand. Defeat it 
for the HOVER BOOTS. 


3. Use the boots to cross the chasm 
by the statue and then head through 
the left-hand wall (avoiding the 
Beamos). Gather up all the silver 
rupees in the room and grab the KEY. 


4. Exit and head through the right 
hand wall to fight some Gibidos, 
which are just the same as Lurkers 
except they look different. Collect the 
COMPASS and return to the Beamos in 
the previous room, Bomb the central 
wall and unlock the door behind it.. 


5. Kill the Big Skulltulas and run past 
the guillotines until you come to a 
Stalfos. Defeat him and jump onto the 


platform to the right when it drops, 
then wait for it to rise before jumping 
off. Run along the ledge and collect all 
the silver rupees to Open the door (the 
last one is underneath the Beamos). 


6. Use the lens to find the hidden 
block and, when you've found it, pull 
it out. Push it until both sets of spikes 
are obstructed and pull it the rest of 
the way. Jump onto the spikes and 
leap off to press the button. Open the 
chest that drops down for a KEY. 


7. Exit and walk back along the ledge. 
Using the Lens of Truth, cross to the 
locked door. Collect all the rupees 
inside to open the door. Throw a 
bomb plant into the top of the skull to 
destroy it and reveal another KEY. 
Leave the room and use the lens and 
longshot to get to the locked door. 


8. Strap on the iron boots to nullify 
the effect of the Fans until you get to 
the last one (nearest the eye that 
throws flames). When it Starts to 
Power up, put on the hover boots and 
run towards the opposite wall to find 
a door. Plant a bomb on the mound of 
earth and use the lens to locate the 
chest that holds a KEY. 


9. Unlock the door and push the stone 
block over to the ladder so you can 
climb it. Leap onto the ferry and play 
Zelda's Lullaby to start her up. Fight 
the Stalfos Knights who drop down 
from above and jump off when it 
Starts to sink. Head through the door. 


10. Use the lens to see the invisible 
walls and enter the rooms on the left 
and on the right. Defeat the hand in 
the first room for a KEY and use Din's 
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Fire to burn the wooden stakes in the 
other to get the BOSS KEY. 


11. Go back to where the ferry sank 
and fire an arrow into one of the 
bombs to cause the statue to come 
crashing down across the chasm, 
making a handy bridge. Unlock the 
door then use the lens and hover 
boots to get across to the next door. 


BOSS! 

Phantom Shadow Beast 

BONGO BONGO 

It may have a stupid name, but 
Bongo Bongo will decimate you 
given half a chance. The hardest 
part is keeping a track of where 
his body is once you've paralysed 
his hands and are ready to attack 
him with your bow. 


1. Bongo Bongo will try to crush you 
between his palms, so you'll have to 
neutralise this threat before you can 
inflict any damage on the boss. Target 
the hands with Z and fire an arrow at 
each one to stun them temporarily. 


2. Now use the Lens of Truth and look 
to see Bongo Bongo’s big red eye. Fire 
an arrow into it to momentarily daze 
the boss. Leap in with your sword and 
begin to attack before he recovers. 


3. Once the hands recover you must 
shoot them again to be able to 
damage the boss any further. Arrows 
will keep appearing in case you run 
out, so don't worry if you're not the 
best marksman in Hyrule. 


4. After about three assaults Bongo 
Bongo will be no more and you can 


collect the Heart Container before 
leaving the temple. . 


METAL GERUDO SOLID 
1. Go to Gerudo Valley and cross the 
broken bridge using the longshot or 
Epona to enter the Gerudo’s Fortress. 
Explore the area, using arrows to knock 
out the guards, and locate the four 
carpenters. Defeat the jailer (using 
your arrows) to obtain the jail keys 
and look for a chest on a roof, which 
holds a Piece of Heart. When all the 
carpenters are free you'll be given a 
GERUDO CARD, which lets you pass 
through the fort unchallenged. Talk to 
the woman above the gate to the 
Haunted Wasteland and she'll open it. 


2. Follow the flags to the desert 
bunker. Use the Lens of Truth and 
follow the ghost to get to the Desert 
Colossus. Enter it then run back 
outside and speak to Sheik to learn 
the REQUIEM OF SPIRIT. 


3. Get to the Temple of Time and 
return the Master Sword to be thrown 


back in time. Warp to the Spirit Temple 
and enter... 


SPIRIT TEMPLE 

This is the last of the temples, and 
also the largest. The mirror shield 
is hidden inside and is put to great 
use, with sunlight bouncing off it 
and reflecting the pattern on the 
walls. It also features an Iron 
Knuckle from previous Zelda 
games, which poses a real threat. 


1. Talk to Nabooru and agree to find 
the gauntlets. Crawl through the hole 
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and kill the enemies inside the room. 
Go through the left door. 


2. Defeat the Stalfos and throw the 
boomerang so that it curls round and 
hits the crystal. In the next area use 
Din’s Fire to burn the Anubis and open 
the door. Walk through the doorway 
and gather all the silver rupees while 
avoiding the giant hand that drops 
from the ceiling, then use Din’s Fire to 
light the torches on the other side of 
the Fence. This will reveal a small 
chest, which contains a KEY. 


3. Leave the room, crawl through the 
tunnel and unlock the door. Climb up 
the wall, kill the enemies at the top 
and hit the crystal. Open the chest for 
a BOMBCHU. Use it to blow up the 
loose rock and let the light shine on 
the sun that's on the floor. 


4. In the next area, push the statue off 
the ledge onto the button and open 
the door. Follow the stairs up to 
another room. Pull the block with the 
sun on it into the light, then grab all 
the rupees in the room and light the 
torches quickly to uncover a second 
KEY. Use it to open the locked door. 


HOW TO DEFEAT IRON 
KNUCKLE 

Looking a lot meaner than he did 
in previous incarnations, Iron 
Knuckle is easy to beat as long as 
you treat him with respect. Target 
him and get close, then, when he 
swings his axe, backflip away and 
use your jump attack while he 
recovers. Immediately backflip 
away and repeat the process to 
beat him. If you get short on 


energy at any point, trick him into 
striking one of the pillars to 
uncover a few hearts. 


6. Get outside and open the chest to 
find the SILVER GAUNTLETS. Watch 
events unfold and warp back to the 
Temple of Time to become an adult. 
Warp back to the Desert Colossus and 
use your Silver Gauntlets to push the 
large stone inside to explore the rest 
of the temple. 


7. Shoot the crystal on the roof and 
enter the room on the right. Collect all 
the rupees and open the chest in the 
next area for a KEY. Head back, unlock 
the door and climb up the wall, Use 
the lens to see the Floormaster and 
fight it before rotating the mirror until 
the light shines on the right face to 
open the door. 


8. Run up the stairs and jump onto 
the statue's hand. Play Zelda's Lullaby 
and use the longshot to reach the 
chest which contains a KEY. Get back 
up to where you were and unlock the 
door. Run past the Beamos to the next 
room where you must defeat all the 
enemies to unlock the door. 


9. Hit one of the Armos statues and 
get it to jump on the button to open 
the door. Run up the stairs and you'll 
find an Iron Knuckle. When you've 
beaten him, step outside to find the 
MIRROR SHIELD. Equip the shield, go 
back downstairs and use it to reflect 
the light from the window onto the 
face on the wall. Open the door and 
get the KEY. 


10. Use the key in the earlier room 
and use the longshot to skip all the 
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tedious climbing. Play Zelda's Lullaby 
in the next area to open the door. Find 
the eye behind one of the fake doors 
and shoot an arrow into it so you can 
get the BOSS KEY. Leave and go 
through the other door. 


41. Strike the crystal with the sword 
to get to the next area. Kill the 
enemies within and blow up part of 
the wall, then rotate the mirror so it 
shines through the gap. Rotate the 
next one so the sunlight goes through 
the bars and onto the large mirror in 
the previous room. Get out and use 
the shield to redirect the light onto the 
face on the wall. 


12. Using the shield, Focus the 
sunlight on the statue's face. Use the 
longshot to get across to the secret 
passage and unlock the door. 


13. Once the two evil sisters have 
finished talking, beat up the Iron 
Knuckle, go through to the boss 
chamber and climb up. 


BOSS! 
Sorceress Sisters TWINROVA 


Looks like they were having a 
two-for-one sale when Ganondorf 
went shopping at Evil-Bosses-R- 
Us, as you've got double trouble 
this time. This is the perfect 
opportunity to test your mirror 
shield to the limit. 


4. Watch the sisters carefully. When 
one of the witches starts a spell, 
defend yourself with the mirror shield 
and redirect the attack so it hits the 
other witch. Keep an eye on them and 
redirect the next spell again. After 


you've inflicted enough damage upon 
each one, the twins will join together 
to become one. 


2. Stay in the centre and wait for her 
to launch a magic attack. Raise your 
shield to absorb the spell and then 
wait for the witch to use the same one 
again. If she uses a different spell, run 
away from the centre, as your shield 
won't be effective against it. When 
you've absorbed one particular type 
of magic three times, the shield will 
fire it back towards the boss, 
momentarily stunning her. 


3. Now leap across and attack with 
your sword before she recovers. You'll 
be able to get a few hits in before she 
gets up again and moves to cast 
another spell. Use your shield to 
absorb the spells once again and 
attack her when she’s stunned. Once 
you've dealt the final blow, collect the 
Heart Container and step into the 
portal to receive the Spirit Medallion 
from Nabooru. 


A. Go to the Temple of Time and 
receive the LIGHT ARROW from 
Princess Zelda who will then get 
captured by Ganondorf (you knew it 
had to happen at some point). Race 
through the market over to Ganon’s 
Castle and the sages will create a 
bridge for you to get inside. 


INSIDE GANON'S 
CASTLE 

As is popular with many games, 
the final boss is at the top of the 
tower and you've got to make 
your way up. There are six 
barriers that you must destroy, 
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and each one is well protected by 
a Few puzzles. 
4. Run through to the main area with 


six doors. Look for a secret room 
below full of fairies and Business 


Scrubs. If you are short of a few items, 


then enter each room in turn. 


2. SPIRIT — Get all the silver rupees 
by carefully manoeuvring the Armos 
statues, and in the second room strike 
the crystal with your sword to 
uncover a small chest. Open it for 
some bombchus. Use one to go 
through the gap and hit the other 
crystal to open the door. A Fire Arrow 
will burn the cobweb above so you 
can shine the sunlight onto the 
enemies’ faces. In the next room, 
shoot a Light Arrow into the core to 
totally destroy it. 


3. FOREST - Light four of the torches 
with Din’s Fire and use a Fire Arrow to 
get the one above the door. Collect 
the rupees (play the Song of Time and 
equip the hover boots to get across) 
and destroy the forest barrier with 
another Light Arrow. 


4. WATER - Defeat the enemies and 
put some blue into a bottle. Use it to 
melt the ice and grab some more 
before you open the door to the next 
room. Push the second ice block into 
the hole and manoeuvre the first one 
So you can climb up and melt the red 
Ice to get to the rusty button. Use the 
Megaton Hammer and exit the room. 
Shoot a Light Arrow into the core. 


5. SHADOW — Light the torch with 
the fire arrow, Cross over and look for 
a button on the right. Hit it to uncover 


the GOLDEN GAUNTLETS. Use the Lens 
of Truth to see a path on the left 
leading to another rusty button. Use 
the hammer on it to open the door, 
then find the path in the centre to get 
across. Destroy the shadow barrier. 

NOTE: If you wish to double up 
your energy, leave Ganon’s Castle and 
go left after the bridge. Use the 
Golden Gauntlets to lift the large 
column out of the way, revealing an 
entrance to a cavern. Play Zelda's 
Lullaby and the Great Fairy will double 
your health (which is useful for when 
you come up against Ganondorf). 


6. FIRE - Collect the rupees scattered 
around the room to open the door 
across the other side. Stand on the 
main sinking platform and quickly use 
the longshot to get over the lava. 
Shoot the core in the next room. 


7. LIGHT — Utilise the power of the 
lens to see all the enemies in this 
room and get the KEY from the small 
chest that appears. Play Zelda’s 
Lullaby when you're in the corridor to 
get a second KEY. Look for a false wall 
in the next room and Finish off the last 
barrier in the usual Fashion. 


8. Enter the tower and work your way 
up to the top past all the monsters to 
meet Ganondorf. 


BOSS! 

Great King of Evil GANONDORF 
Behaving in a similar way to his 
phantom did earlier, Ganondorf's 
power is unmatched by any of the 
previous bosses thanks to the part 
of the Triforce that he commands. 
If you stay around the outside of 
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the area you'll be safe from 
Ganondorf’s earthquake attack, 
which also destroys some of the 
floor in the room and makes your 
task even harder. 


1. Get yourself over to one of the 
corners and turn around to face 
Ganondorf. When he throws an 
energy bolt towards you swing the 
Master Sword and repel the attack. 
Keep hitting it back and Forth until it 
hits the king of evil, momentarily 
stunning him. Fire a Light Arrow at 
him to knock him down and then 
quickly jump across to inflict damage 
with the sword. 


2. When he recovers get back to one 
of the corners and repeat the process 
until you defeat him. IF you need more 
magic you'll have to drop down and 
smash the jars in the room below, 
then climb up and leap over to one of 
the corners to continue the battle, 


3. Follow Zelda out of the castle 
before it collapses, pausing to fight 
the Stalfos knights to set her free from 
the ring of fire, then investigate the 
strange noise coming from the 
remains of the castle... 


BOSSI 

GANON 

Now this is more like it. Ganondorf 
has used the Triforce of Power ina 
final attempt to regain control of 
Hyrule, transforming him into the 
maniacal menace we know from 
the previous Zelda games. To 
make things worse the Master 
Sword is knocked out of Link’s 
reach, leaving you with just the 
contents of the inventory screen 
to fight with. Good luck! 


1. IF you're short on any items, trick 
Ganon into destroying what's left of 
the castle. There are plenty of items 
hidden underneath the rubbles, 
including the very useful fairies and 
magic bottles. 


2. Target Ganon with Z and use the 
light arrow to stun him. Get around to 
his tail and strike it with the hammer. 
Repeat this trick, switching to another 
weapon when your magic runs out, 
and eventually he will fall. Now is your 
chance to run over to where Princess 
Zelda is standing and grab the Master 
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Sword, the only weapon that can truly 
finish off the evil Ganon. 


By the time you get back to the 
on he'll be back on his feet and 
you'll have to repeat the process until 
he falls over once again. Princess 
Zelda will hold him for a short time so 
you can get a final hit in with the 
Master Sword and the sages will do 
the rest. Now sit back and watch 
Ocarina of Time's end sequence — you 
really have earned it! 


THE LOCATIONS OF THE 

HEART CONTAINERS 

Collecting four heart containers 
provides Link with an extra bar on 
his life gauge. Along with the 
eight complete heart containers 
you earn for beating the eight 
bosses at the end of each of 
game’s main dungeons, there are 
also 36 quarter pieces hidden 
around the place. If you collect 
them all, you earn nine extra 
notches on your life bar, making 
battles considerably easier. 


Adult ° Goron Tunic 

Death Mountain Crater 

Hidden in an arch in the wall (climb 
down to reach it) 


Adult ° Magic Bean Leaf 

Death Mountain Crater 

You'll find this one at the top of the 
left-hand ash cone 


Adult ° Magic Bean Leaf 

Death Mountain Trail 

It's hidden above the doorway to 
Dodongo's cavern 


Adult ¢ Magic Bean Leaf 
Desert Colossus 


On top of the arch before the temple 


Child/Adult ° Magic Bean Leaf 
Gerudo Valley 
Behind the waterfall, up a ladder 


Adult ° Longshot (Child ° chicken) 
Gerudo Valley 

Break the boxes on the ledges over 
the river 


Adult ° Epona 

Gerudo’s Fortress 

Win the Horseback archery compo 
and this is your reward 


Adult ° Hookshot 

Gerudo's Fortress 

At the top of the thieves’ hideout, 
squirrelled away in a chest 


Child * Bombs 

Goron City 

Light the torches and throw bombs in 
the vase 


Adult ° Longshot 

Graveyard 

Beat Dampe’s ghost in less than a 
minute to earn it 


Child 
Graveyard 
Win the Gravedigging Tour 


Adult ° Magic Bean Leaf 
Graveyard 
Above the Magic Bean Leaf in a crate 


Child/Adult 

Graveyard 

Find the unmarked grave and play the 
Sun Song 
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Child 
Hyrule Castle /Market 
Win the Bombchu game 


Child ° Night Only 
Hyrule Castle/Market 
Find Pooch Lady's dog 


Child ° Lens of Truth 
Hyrule Castle/Market 
Win the Treasure Box game 


Child/Adult ° Stone of Agony 
Hyrule Field 

Find the hidden hole between the four 
fences in Front of Lake Hylia, open it 
and buy it for ten rupees 


Adult ¢ Iron Boots or Gold Scale 
Hyrule Field 

Find a hidden hole near a tree 
between Gerudo Valley and Hyrule 
Castle. It's in the pond there 


Adult ¢ Bottle of Blue Fire 

Ice Cavern 

In a room in the ice cavern, Frozen in 
red ice 


Child/Adult ° 50 Skulltulas 
Kakariko Village 
Reward from the Skulltula family 


Child/Adult 
Kakariko Village 
In the cow's stall 


Child/Adult 
Kakariko Village 
In the windmill on a ledge 


Adult ° Longshot 

Kakariko Village 

Talk to the man at the top of Ganny's 
Potion shop 


Adult ° Gold Scale 

Lake Hylia 

Dive to the bottom of the scientist's 
lab with the Gold Scale. He'll reward 
you with the piece 


Child 

Lake Hylia 

Catch a ten pound fish in the Fishing 
Game 


Adult ° Magic Bean Leaf 
Lake Hylia 
At the top of the Lab on the balcony 


Child 
Lon Lon Ranch 
Find the tunnel in the Storage Shed 


Child ° Ocarina ° Saria’s Song 
Lost Woods 

Find the single Skull Kid and play him 
Saria’s Song 


Child ° Ocarina 
Lost Woods 
Jam with the two Skull Kids and win 


Child ° Deku Stick 

Zora’s Domain 

Light the four torches and look 
behind the waterfall 


Adult 
Zora's Fountain 
On an iceberg 


Adult Iron Boots ° Zora TunicZora’s 
Fountain 
On the lake's bottom 


Child ° the six “gray note” songs 
Zora's River 

Make the frogs big and win the Bug- 
Catching game 
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Child/Adult 
Zora's River 

On the centra 
high platform 


| section of the river ona 


Child « Chicken 


Zora's River 
Float to a platform near the waterfall 


Child ° The Song of Storms 


Zora's River 
Find the Frog Chorus and play them 


the Song of Storms 


COMPLETE HEART 
CONTAINERS 

You'll win a complete heart at the 
end of each main dungeon (after 
you've beaten the boss). 


Great Deku Tree Beat Gohma 
Dodongo’s Cavern Beat King 
Dodongo Jabu- 


ZELDA: OOT 


Jabu’s Belly Beat Barinade 
Forest Temple Beat Phantom Ganon 
Fire temple Beat Volvagia 
Water Temple Beat Morpha 
Shadow Temple Beat Bongo Bongo 
Spirit Temple Beat Twinrova 


MAGIC BEAN BED 
LOCATIONS 

Hole 1: Kokiri Forest * Location: Next 
to the shop where you buy the first 
Deku Shield. ° Result: Gives you 
access to a shelf of rupees. 


Hole 2: Lost Woods | * Location: 
Follow the tunnels west past the field 
with the single Skull Kid. e Result: 
Shortcut From one side to the other. 


Hole 3: Lost Woods II * Location: In a 
field southeast of the entrance to the 
Sacred Forest Meadow. ° Result: 

A night-time journey to a Skulltula. 


Hole 4: Kakariko Graveyard ° 
Location: Near a row of graves on 
the far left. e Result: Allows a ride to a 
piece of heart (hidden in a crate). 


Hole 5: Dodongo’s Cavern ° 
Location: Just inside the entrance. ° 
Result: A ride to the top of Death 
Mountain (get the heart on the way). 


Hole 6: Zora's River ° Location: Next 
to the Magic Bean seller. » Result: A 
ride to the entrance of Zora's Domain 
(pick up the heart on the platform in 
the middle of the river). 


Hole 7: Lake Hylia * Location: 

To the side of the Lakeside Lab. 

* Result: A ride to the top of the lab 
to find a piece of heart. 
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Hole 8: Death Mountain Crater ° 
Location: In the crater. ° Result: A 
ride to the top of the cones to pick up 


a piece of heart. 


Hole 9: Gerudo Valley ° Location: On 
the lowest ledge by the river on the 
far side. The dirt path is by the maiden 
and her cow. * Result: A drier way of 
reaching the piece of heart hidden 
behind the waterfall. 


Hole 10: Desert Colossus * Location: 
Left of the temple entrance. ° Result: 
A ride around the desert - pick up 4 
piece of heart on top of the arch and a 
Gold Skulltula on the dunes at night. 


WEAPONRY 

There are plenty of monsters to 
bash and bosses to kill, and you're 
going to need plenty of pointy 
things with which to vanquish 
them all. Luckily, Zelda provides 
offensive items in spades. 


Fairy Slingshot 

Link's first taste of projectile weaponry, 
a glorified — if essential - catapult. It 
can found inside the Deku Tree — enter 
the door on the first floor, past the 
chest by the vine-wall. Defeat the 
Deku Scrub inside and the Slingshot's 
in the room beyond. 

Used For: shooting beasts (by the 
young Link only). 


Bombs 
Before you can carry or throw bombs 


— of either the flower or by-the-bag 
variety - you'll need the Goron 
Bracelet. Once you've charmed 
Durania, King of the Gorons, with 
Saria’s Song (as Young Link), he'll give 


it to you. And then... bombs away! 
Used For: finding secret entrances and 
grottos, killing Beamos and the great 


big Dodongo. 


Boomerang 
Link's trusty boomerang is found ina 


room to the right, at the rear of Lord 
Jabu-Jabu's innards. You'll need to put 
Princess Ruto on the switch to hold 
the door open, and then kill all the 
Stingers there. 

Used For: hitting switches, maiming 
enemies (young Link only). 


Fairy Bow 

Found in the Forest Temple, in the 
central octagonal room on the second 
floor, after the stairs where the first 
Poe portrait needs to be shot. The 
Fairy Bow is capable of firing several 
different types of arrow. 

Used For: shooting and activating 
switches, killing from a distance (adult 


Link only). 


Fire Arrows 

The first instance of specialist Fairy 
Bow ammo. Exploding in a riot of red- 
hot flame, you will find the Fire 
straight after you've freed the Water 
Temple from Morpha. Stand on the 
island above and fire an arrow at the 
rising sun, so it passes through the 
two posts ahead. The Fire Arrows will 
be your reward. 

Used For: lighting torches, toasting 
monsters (adult Link only). 


Ice Arrows 

The blue-tiful (ha!) Ice Arrows are your 
reward for braving, and successfully 
completing, the Gerudo Training 
Ground. They lie at the centre of the 
complex, within the central maze. 
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Make sure you've got at least seven 
silver keys before you get there, or 


‘| have problems. 
Ved For: kicking ice {adult Link only). 


Arrows 
samin wondrous Light Arrows are 
forged from goodness itself, and are 
instrumental in the final battle with 
Gannondorf. A visit to the Temple of 
Time before approaching the castle 
for the final showdown will treat to 
you a momentous cut-scene and the 
Light Arrows themselves - they're a 
gift from someone... 
Used For: immobilising the black- 
hearted Gannondorf (adult Link only). 


Bombchu 

These marvellous explosive 
mechanized mice are actually mobile 
bombs - place one on the ground, 
and it will travel, even up walls, until it 
hits a target. They can be bought, 
after nightfall, from a shop in the 
back-alleys of Hyrule Market, and crop 
up later in the game in various chests. 
Used For: destroying/activating out of 
reach objects. 


Hookshot 

The Hookshot, used both as a weapon 
and a climbing device, is one of Link's 
most invaluable tools in Ocarina of 
Time. Once you're the older Link, go to 
the Graveyard, pull back the 
tombstone on the far left and drop 
into the grave. Race Dampe the 
Gravekeeper's spirit, and, if you win, 
he'll give you the Hookshot. Nice, It’s 
the only weapon that you can use 
underwater, too, 

Used For: climbing and bridging gaps, 


and skewering submerged enemies 
(adult Link only). 


Longshot 

Essentially an extended version of the 
Hookshot, the Longshot has a far 
greater range. It's Found in the Water 
Temple, on the third floor, in the room 
immediately beyond where you'll Fight 
the evil Mirror Link. 

Used For: scaling distances that the 
Hookshot can't, defeating Morpha 
(adult Link only). 


Megaton Hammer 

The Megaton Hammer is found in the 
Fire Temple, accessed through the 
Death Mountain Crater. It's right at the 
top of the Temple, on the fifth floor, at 
the top of a spiral staircase. Leaving 
ground-shaking shockwaves behind it, 
this mighty weapon requires both 
hands to wield it. It's the only thing 
that can harm the dragon Volvagia. 
Used For: hitting rusted switches, 
destroying boulders, killing Volvagia 
(adult Link only). 


Master Sword 

Incontestably Link's greatest ally. You 
get to use use the Master Sword when 
you've pulled it from the stone in the 
Temple of Time, after you've collected 
the three Spiritual Stones. Once you 
can pull the spin attack off in one easy 
move,-you'll be in heaven. 

Used For: slaughtering hordes of 
bloodthirsty monsters. 


Giant's Knife 

The Giant's Knife, a huge, two-handed 
sword, can be obtained from a huge 
native of Goron City — if you're adult 
Link - for a costly 200 Rupees. It’s 
twice as powerful as the Master 
Sword, but it won't last long... 

Used For: killing things. Until it breaks 
(adult Link only). 
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OTHER EQUIPMENT 

You won't be able to rescue Zelda by 
virtue of your arsenal alone, though — 
there's a whole bunch of other, 
equally essential equipment that you'll 
need to succeed in your quest. Here's 
what and where the items are. 


Lens of Truth 

There’s no way you'll get through the 
Shadow Temple without this. As adult 
Link, you'll find Kakariko village in 
flames at one point, being ravaged by 
a demon from the well. You'll need to 
learn the Song of Storms from the 
man in the windmill, return there as 
young Link, play the song (to drain the 
well) then venture down the well - 
the mini-dungeon down there holds 
the Lens of Truth. 

Used For: seeing hidden rooms etc., 
avoiding traps and pitfalls. 


Mirror Shield 

You can only get the Mirror Shield 
fairly late in the game, when you've 
gained the Gerudos‘ trust and entered 
the Spirit Temple. You'll Find it on the 
third floor, which is reached via the 
second floor room with the huge 
Colossus statue in it — it's your prize 
for defeating the Iron Knuckle. 

Used For: reflecting light, defeating 
Twinrova, and general protection 
(adult Link only). 


Goron Tunic 

Without this, the Frying-pan-style 
pressure cookers that are Death 
Mountain Crater and Fire Temple will 
burn you to a crisp. Fortunately, the 
Goron Tunic can be Found in the 
nearby Goron City. When you return 
there as an adult, stop the rolling 
Goron with a bomb, and the rocky 


chap - who actually turns out to be 
Durania’s son — will award you the 
Goron tunic. Nice, eh? 

Used For: resisting flesh-stripping heat 
(adult Link only). 


Zora's Tunic 

This natty blue tunic enables Link to 
breathe underwater. Using the blue 
fire (which you can bottle in the Ice 
Cavern, to the left of where Lord Jaby. 
Jabu once rested), thaw out King Zora 
and he'll grant you the Zora Tunic, 
which you'll need to get through the 
Water Temple at Lake Hylia. 

Used For: surviving underwater (adult 
Link only). 


Iron Boots 

This heavy footwear — providing 
necessary underwater ballast — can be 
found in the Ice Cavern. In the room 
with the huge ice-scythe in the 
middle, melt the red ice with blue fire 
and go through to the room with the 
sliding blocks. Solve the puzzle and 
you'll be able to get through to the 
Iron Boots, which are guarded by a 
white Wolfos. 

Used For: walking around underwater, 
reaching unreachable depths (adult 
Link only). 


Hover Boots 

Another piece of kit that is essential if 
you're to get through the Shadow 
Temple. And you need it for the Spirit 
Temple, really. Allowing you to walk 
on water, or quicksand, or, indeed, to 
run over thin air for precious seconds. 
the boots can be found towards the 
entrance of the Shadow Temple. In tht 
room with the huge Stone Bird, use 
the Lens of truth to find the fake wall, 
and carry on through two more 
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Boots. 
rooms to get the Hover 
Used For: walking on air, Snowman- 


like (adult Link only). 


Gauntlets 
haa Gauntlets are the next step 
up from the Silver Gauntlets (which 
you'll find when you enter the Spirit 
Temple for the first time after talking 
to Nabooru), and enable you to lift 
heavier objects. You can only get them 
right at the end of the game, when 
you're clearing the barriers from 
Ganon’s Tower. They're in the Shadow 
Temple chamber. To get them, though, 
you'll need the Longshot, Fire arrows 
and Lens of Truth. 
Used For: Moving blockages from the 
Great Fairy Fountain outside 
Gannondorf’s castle, and from the 
entrance to the Light Chamber and 
inside the Fire chamber. 


HAPPY MASK HUNTING 
The Happy Mask shop, found in 

Hyrule Castle Market Square, is an odd 
sort of place. Rather than selling you 
things outright, the owner prefers a 
kind of trust system. He'll give you a 


a 


mask ~ for free — and then it's up to 
you to sell it, making you, we 
suppose, a salesman-by-proxy for the 
shop. Once you do, though, you've 
got to bring the money you got for 
the mask back to the shop owner. 
You're then given the option of taking 
another mask... and so it continues. 

And, although the trading of masks 
is merely an entertaining aside to the 
main quest, there is a certain method 
to this madness. Oh, and you can only 
wear the masks as young Link. 


Step 1 The Keaton Mask 

The first mask that you get your 
hands on, and you should take it to 
the guard at the gates to Death 
Mountain Trail, in Kakariko Village. 
Resembling some kind of oriental fox, 
it's apparently based on a popular 
character - although whether this is 
an obscure example of Japanese 
Satire, or simply the reason why the 
guard wants it for his child, is unclear. 
The guard doesn't appear to take it 
home until you become an adult. 


Step 2 The Skull Mask 

To get rid of this, you need to travel to 
the lost woods. Inside, take the first 
left so that you come to a clearing 
with two tree stumps and a skull kid. 
Wear the mask, stand on the stump 
opposite him and play Saria’s Song. 
Navi will note that he doesn’t seem to 
be worried about not having a face 
but he spies your mask and pleads 
with you to sell it, as it'll make him 
look “rough and tough”. He'll pay you 
less than it's worth, but that’s life. 


Step 3 The Spooky Mask 


Right. Time to head for Kakariko 
Graveyard. Make sure it's daytime, as 
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you'll need to find the sickeningly cute 
small child who, bizarrely, wants to be 
the hunched and undeniably ugly 
Dampe the Gravekeeper. Wearing the 
Spooky Mask gives him the option of 
doing this, and when he sees it he'll 
offer to buy it from you. We're not 
quite sure how he manages it, but 
he’s able to pay for the mask in full. 


Step 4 The Bunny Hood 

Take the Bunny Hood out into Hyrule 
Field. Somewhere around Lon Lon 
Ranch, you should find the running 
man getting some practice in. You 
can’t talk to him while he’s running, so 
you'll have to follow him around until 
he gets tired. You'll be treated toa 
very strange conversation (he, um, 
wants to be a rabbit), and he'll pay a 
vast amount for the Bunny Hood. 
Which is nice. Also, the Bunny Hood 
will prevent the skeletons in Hyrule 


Field from attacking. 


Step 5 The Mask of Truth 

Take your last profits back to the 
Happy Mask Shop, and a delighted 
Shopkeeper will now let you borrow 
the mysterious Mask of Tru th. Talk to 
people with it on, and you'll find out 
exactly what they think of you. 
However, the most use you'll get from 
it is by talking to the Gossip Stones 
dotted around Hyrule. If you're 
wearing the Mask while you check 
them they'll give you a handy, and, 
more often than not, obscure hint. 
Very odd. But useful, mostly. 


OTHER MASKS 

There are three other masks that you 
can borrow at any time, once you've 
got the Mask of Truth; a Goron Mask, 
a Zora Mask and a Gerudo Mask. You 


can borrow one at a time, and they're 
not exactly useful for anything much 
— rather, wear them to get a different 
reaction from people you've already 
spoken to (For instance, wear a Zora 
mask when in Zora's Domain). Not 
helpful, really, but quite Fun. 


GHOSTBUSTING 

Remember the guardhouse - just 
inside the gates to Hyrule Castle ~ 
where, as little Link, you were allowed 
to smash all those lovely pots to 
smithereens? Well, if you go there as 
big Link, when Hyrule lies in ruins, 
you'll find a strange character that 
collects Poes. But not just any Poes - 
there are special Great Poes dotted 
around Hyrule Field, that only appear 
when you're riding Epona. They can 
be destroyed with two hits from the 
Fairy Bow, and their essence can then 
be captured in a bottle. The Poe- 
collector will buy any Great Poes from 
you, for hard cash — and give you a 
‘club card’ to record how many you've 
caught. Once you've got ten, he'll give 
you a little something extra... 


HERE’S WHERE THE 
POES ARE: 


Poe 1 
Around the centre of Hyrule Field, 


near the tree that stands by the 
entrance to Lon Lon Ranch. 


Poe 2 

Find the large grey boulder south 
from the entrance to Kokiri Forest, 
towards the middle of Hyrule Field. 


Poe 3 
On the ‘overhang’ by Zora's River. that 
faces the entrance to Kokiri Forest. 
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Poe 4A 
There's a brick wall to the east of Lon 


Lon Ranch - on the outside wall, near 
the corner. ` 


Poe 5 
Directly in front of Hyrule Castle, near 


the sign that points the way to Lon 
Lon Ranch. 


Poe 6 

Find where the paths to Gerudo Valley 
cross; the Poe is southwest of here, 
next to the outer wall of Hyrule Field. 


Poe 7 

Around about the middle left of 
Hyrule Field, near a tree by the paths 
leading to Gerudo Valley. 


Poe 8 

Follow the stream that's coming from 
the west of Hyrule Castle, and you'll 
see the Poe hovering near a bush 
along its banks. 


Poe 9 

At the bottom right of Hyrule Field 
you'll see a green tree near a group of 
plants that you can cut. The Poe's 
around here. 


Poe 10 

There's a grove of brown trees near 
Poe 9, with a boulder inside. There's a 
tree to the southeast and that’s where 
the final Poe lives. 


BOTTLE ITI 

Bottles, then - these glassy 
receptacles are the answer to all your 
Zelda needs. Well, some of them, 
anyway (you won't, for example, beat 
Ganondorf simply by throwing empty 
jars at him. Or at least we haven't 


been able to do it). But bottles are jolly 
important. You can keep health- 
restoring fairies in them, or nourishing 
milk From Lon Lon Ranch, or ice-melty 
Blue Fire, or even Poes. And there are 
only four places that you can get 
them in the whole of Hyrule. And 
here's where they are. 


Bottle 1 

While you're playing as little Link, go 
through the door on your left as you 
enter Lon Lon Ranch. Talon’s in there, 
and he'll set you a challenge involving 
chickens - find his three super cuccos 
within 30 seconds, and he'll give you a 
very useful bottle full of health- 
replenishing milk. 


Bottle 2 

While you're in Kakariko Village, find 
the woman near the entrance to the 
graveyard, standing near the chicken 
pen. The chicken pen is hers, and 
she's lost all her cuccos — find them all 
(see ‘Fowl Play’ on the next page for 
details) and she'll give you another 
bottle as a reward. 


Bottle 3 

After you've obtained the Silver Scale 
from Zora’s Domain (you get it by 
diving from the waterfall and 
collecting the rupees) go to Lake Hylia. 
You'll come across a bottle containing 
a note on the river bed, by the ruined 
masonry. Give the note to King Zora 
and keep the bottle. 


Bottle 4 

Once you've collected all ten Great 
Poes for the ghost trader in the 
guardhouse (see ‘Ghostbusting’ for 
details), your reward will be the fourth 
and final bottle. Simple, eh? 
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FOWL PLAY 
One of the most enjoyable sub-games 
in Ocarina of Time is the cucco- 
collecting, for the distressed woman, 
in Kakariko Village. You'll need to use 
the secret ‘chicken trick’, as well, 
which is great fun - hold a cucco 
above your head and leap from a high 
place, and the flapping cucco will glide 
you gently to the ground. 

Once you've grabbed a cucco, 
simply take it back to the pen and 
throw it in. 


Cucco 1 

Simpler than simple. You'll see the 
very first stray cucco as you enter 
Kakariko Village, by the gate. Easy. 


Cucco 2 

The second cucco is wandering near 
the cucco pen and its distressed 
owner. Don’t throw it in the pen just 
yet, though — you'll need it to get to 
the third cucco. 


Cucco 3 

Across from the unfinished house 
there’s a small platform with a cucco 
on it, but you can't get to. Use the 
chicken trick. When you've got cucco 
3, deposit one of the cuccos in the pen 
and keep one so you can get cucco 4. 


Cucco 4 

From the platform in front of the 
windmill door, use the chicken trick 
again to get over the fence to the 
otherwise unreachable area to the 
right. Cucco 4 is milling around by the 
hole (which leads to a secret grotto). 


Cucco 5 
From where you caught the fourth 
cucco, climb up the ladder which 


takes you up behind the windmill, 
There's a cucco pecking around up 
there (although we're blowed if we 
know how it got there). 


Cucco 6 

Near the gate that leads to the Death 
Mountain Trail (you know, where the 
guard you gave the Keaton Mask to 
is), you'll Find another cucco 
squawking and fluttering. 


Cucco 7 

The final cucco is quite cunningly 
hidden. Although not cunningly 
hidden enough to fool us. Find the 
crate by the wall, opposite the 
building that houses the cursed 
Skulltula children. Simply roll into the 
crate, smashing it, to release the final 
cucco, then return it to its owner. 


WARP PORTALS 
Need to get somewhere really 
fast? In a hurry? Just can’t be 
bothered with all that walking 
business? Then don’t worry, 
because you don’t need to schlep 
about. Ocarina of Time tries to 
help you as much as it can when it 
comes to getting around — Hyrule 
is a particularly vast place, after 
all - with certain ocarina tunes 
warping you to specific places, 
and, of course, the lovely Epona to 
personally chauffeur you around. 
But there are also certain ‘warp 
portals’ littered around the place. 
These provide you with instant 
shortcuts between two different 
areas. The portals are two-way, 
obviously, so you when you've 
done whatever it is you're doing, 
you can also use them to warp 
back to wherever you just wa 
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from. If you like. Here’s where 
you'll find the portals... 


The Lost Woods (1) 

Go right and then left through the 
Lost Woods from Kokiri Forest and 
you'll come toa stone-clad doorway. 


This is the warp to Goron City. 


Goron City ; 
On the first floor of Goron City there's 
a tunnel with a bomb flower-encircled 
blockage half way down. Blow up the 
boulders with the bombs to proceed. 
This warp will take you back to The 
Lost Woods (1). 


Zora's River 

In an alcove to the right of the 
entrance to Zora’s Domain, you'll find 
a deep pool. Diving down into it will 
bring you out in the Lost Woods (2). 


The Lost Woods (2) 

Enter the Lost Woods and then follow 
these directions: right, left, right. You'll 
come to a pool. You need the Iron 
Boots to get to the bottom of this 
pool, and the warp at the bottom 
leads to Zora’s River. 


Zora's Domain 

Under the main pool in Zora's Domain 
there's a doorway that leads to Lake 
Hylia, You don’t even need the Iron 
Boots to get through it, as this little 
pool is shallow enough for you to dive 
Straight through. 


Lake Hylia 

Near the scarecrows there's some 
ruined masonry leading into the lake — 
there's a submerged tunnel down 


there that leads to the pool back at 
ora’s Domain. Nice. 
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HOW TO FIND ABSOLUTELY EVERYTHING In 


THE LEGEND OF ZELDA 
MAJORAS MASK 


USING ODOUR PATENTED A-Z GUIDE 


The sequel to Ocarina of Time is just as exciting, innovative, breathtaking, 
beautiful and downright brilliant as its prequel. What Majora's Mask is not, 
however, is a game that you'll want to spoil by reading through lengthy, 
secret-spilling walkthroughs. Which is why we recommend our unique A 
to Z’ format we've created for this very tips book. Rather than arrange 
Majora's Mask tips in chronological order, we've put everything in 
alphabetical order. So, if you're having trouble with a certain item, 
character, mask, area or temple, find out its name — via Tatl, or signposts 
or the Pause menu - and simply look it up for comprehensive help that 
won't give away whole chunks of the game. IF you can’t find exactly what 
you're looking for, or you're really stuck, try the index at the back of this 
section. And it goes without saying that this is a book that's just perfect for 
‘dipping’ — flip to a page at random and a juicy Zelda secret is just bound 
to reveal itself to you. 

Words in bold type, by the way, point to additional helpful sections 
elsewhere in the A-Z. So, if you've just 
started playing, try looking for Forest - and 
let the adventuring begin... 


(Okay, if you're really, really stuck, take 
a look at the additional hints we've 
compiled just after the index...) 


A skeletal hand found in the small 
room opposite the Stock Pot Inn’s 
kitchen (ie the bogs) at 12am-6am 
each day. Hand it a letter or title deed 
for a Heart Piece. 


Adult Wallet Bank 200 rupees in the 
Clock Town Bank to win this 200- 
rupee storing goodie. 


All-Night Mask Talk to Anju's 
Grandmother with this for a Heart 
Piece. See Man from Curiosity Shop. 


Ancient Castle of Ikana The 
entrance is through a hole to the left 
of the main gate - smash the switch 
inside and use the Mirror Shield on the 
Sun Block to enter. 

Inside the main entrance, use a Fire 
Arrow on the Frozen Eye Switch to the 
left. A door unlocks — inside, you can 
raise the floor with the switch, and 
keep it up by bashing it after diving 
into a Deku Flower. 

Float up to the Floor Switch on the 
other side to open the next door. Use 
the Lens of Truth to reach the Floor 
Switch on the left, arrow the Skulltulas 
on the ceiling, then Float or leap to the 
door. Have your shield ready for the 
Blue Bubbles beyond, then climb the 
staircase and float over to the Floor 
Switch opposite the main gate. 

Back in the main entrance, Fire 
Arrow the second Eye Switch and 
head right. Shine light off the Mirror 
Shield to clear the large block, then 
deal with the Iron Knuckle in the next 
room. On top of the castle, you can 
clear a section of ruptured ceiling with 
the Powder Keg - now, back in the 
main entrance, shine light on the Sun 
Block to reach Igos du Ikana. 


Anju The receptionist at the Stock Pot 
Inn. Chat to her between 1.50pm and 
Apm (day one) to receive the Room 
Key, then wear Kafei’'s Mask to 
arrange a meeting in the kitchen at 
11.30pm. She'll give you the Letter to 
Kafei, which will eventually nab you 
the Pendant of Memories. Hand that 
to her between 3-3.45pm (day two). 
With that done and Sakon’s Hideout 
completed, enter the Stock Pot Inn's 
Employees’ Room at 4.30-6am (day 
three) to win the Couple's Mask. 


Anju’s Grandmother Wear the All- 
Night Mask and have a word with her 
from 8am-6pm (day 1-2). She'll hand 
over a Heart Piece. 


Armos These stone statues spring to 
life when you slash them. Bomb them, 
or punch them as Goron Link. Make 
sure you stand well back — they go 
out with a bang. 


Arrows Useful for killing or paralysing 
most bad guys, as well as activating 
switches and dislodging icicles. See 
Woodfall Temple. 


Aveil Eavesdropped on the Pirate 
Chief's chat? Get rid of her by 
shooting the wasps’ nest through the 
window, then backing out and 
dropping down to the lower door. The 
Hookshot is yours for the taking. 


Bad Bat Z-target and use an arrow 
for these. Use Sword Slash for a flock. 


Balloon These big blue balloons with 
Skull Kid's ugly mug stamped on them 
can be popped with bubbles, arrows, 
Hookshots and the like. 
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Barrels Roll into these and break 
them open for goodies. Use Goron 
Link's punch, if you prefer. 


Beamos Wipe the smile off these 
laser-spitting statues with a 
strategically-placed bomb. 


Bean Seller Sells Magic Beans for 10 
rupees a shot. Go through the Inner 
Palace Garden to find him. 


Beavers These beasties are found 
swimming around Great Bay Coast. As 
Zora Link, leap into the water and Z- 
target the scary spiral-eyed creature, 
then sink to the seabed to kick-start a 
race. Steering is key to success here - 
leap through the surface rings and 
you'll be well on the way to your 
Empty Bottle. 


Bees’ Nest Secreted on the walls and 
ceilings of many a dungeon. Shoot 
them for bonus stuff — most often 
Stray Fairies. 


Bell The colossal bell above the Stock 
Pot Inn can be rung with Goron Link's 
punch. The bell in the Laundry Room, 
on the other hand, is not for you - see 
Kafei for the reason why. 


Beneath the Graveyard There's one 
section of this per night — see 
Gravestones for more. On the first 
night, simply destroy all the Bad Bats, 
light the torches, then do away with 
the lron Knuckle in the next room to 
learn The Song of Storms. Now see 
Spring Water Cave. 

On night two, the Lens of Truth will 
be your best buddy, highlighting 
hidden doors, pathways, Bad Bats and 
Skulltulas galore. The bombable wall 


near the end of the graveyard leads to 
another Knuckle and a Heart Piece. 
See the entry on Dampe the 
Gravekeeper to find out what to do 
on night three. 


Beneath the Well The entrance is at 
the top of Ikana Canyon. With the 
Gibdo Mask, the mummies here will 
request objects before letting you 
through. Feel free to explore, but 
there's just one route that leads to the 
end - and here itis. 

After climbing down the ladder, 
give five Magic Beans to the Gibdo on 
the right. In the next room, hand 10 
Deku Nuts to the second Gibdo, then 
10 Bombs to the one through the 
door. Kill the Poe here, then scoop him 
up in an empty bottle. 

Back in the Deku Nut Gibdo room, 
give a Fish to the other mummy. At 
the end of the next room, the Gibdo 
will take the Poe you collected, 
allowing you access to a room with a 
Gibdo who requires Milk. 

You're now inside the final room - 
light all four torches and open the 
chest to find the Mirror Shield. You can 
now shine light on the Sun Block to 
reach the Mysterious Castle of Ikana - 
but make sure you've got a Powder 
Keg on you first. 


Bio Deku Baba The underwater 
piranha plants inside Great Bay 
Temple require Fast Z-targeting, then 
you need to smack them with an 
arrow or Zora Boomerang. The lily is 
then safe to stand on. 


Black Boe These are fuzzy little fellas 
who easily overwhelm Link. Stand 
back and use Deku Link's spin or Link's 
spinning slash. 
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Blast Mask Tap the B button for an 
instant explosion — hold your shield 
aloft to avoid pain. See Old Lady from 
Bomb Shop. 


Blue Bubble These blue skulls ‘jinx’ 
you, which stops you pulling out your 
sword. Arrows are your best weapon 
against them, but an accurate 
Hookshot blast can quench the blue 
fire. A Blue Potion unjinxes Link. 


Blue Potion Drink this to regain use 
of your sword after being ‘jinxed’. 
There's a Deku Scrub outside Sakon’s 
Hideout who sells this for 100 rupees 
to an unmasked Link. 


Blue Tektike Bouncing water spiders 
— wave goodbye to them with a spot 
of targeting and a swing or two of 
your sword. 


Bomb A powerful weapon and a 
means to blow open cracked walls. If 
your pad starts rumbling in a 
seemingly innocuous area, drop a 
bomb to find a hidden hole. 


Bomb Bag You'll need this if you 
fancy carrying around bombs and 
bombchus, and it's available to 
purchase from Clock Town Bomb Shop 
at any time. 


Bombchu Mechanised bombs that 
are available to buy in the Bomb Shop. 
They explode after five seconds, so 
hold onto one for a bit — if you dare — 
to bomb a specific area. 


Bombers These becapped fellows will 
play a game of Hide-and-Seek with 
you if you pop the Balloon in North 
Clock Town. Two are in the starting 


room — one near the guard and 
another near the corner tree. The 
third is on top of the Milk Bar, the 
fourth is outside the Post Office and 
the fifth you will Find loitering near the 
big bell on top of Stock Pot Inn. 


Bombers’ Hideout Join the Bombers 
to reach this area. When you're inside, 
pop the balloon, then climb the ladder 
and use the old man’s telescope to 
zoom in on Skull Kid atop the Clock 
Tower. Hop outside to nab the Moon's 
Tear that falls. 


Bombers’ Notebook Run back into 
Clock Town from the Bombers’ 
Hideout — without a wearing mask - 
to receive this neat tome. By chatting 
to the residents of Clock Town after 
this, you'll discover when they need 
favours doing. 


Bombers’ Secret Code Tell the code 
(14352) to the kid guarding the 
northeast corner of Clock Town to 
reach the Bombers’ Hideout. 


Bomb Plant These are Found only in 
the Woodfall Temple boss arena. Stand 
next to them, press A, and the bomb 
is yours — the plant will resprout once 
it has exploded. 


Bomb Shop The central shop in West 
Clock Town, which sells bombs and 
bombchus (as if the name didn’t give 
it away). As long as you've visited 
Goron Powder Keg Shop, you can also 
swap rupees for Powder Kegs via the 
Goron inside, too. 


Boss Key This little beauty is hidden 
inside a giant golden chest inside each 
of the dungeons. This key opens the 
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boss door, which you'll recognise by 
its Fancy golden lock. 


Boulders Immovable giant rocks can 
be blown up, usually with a bomb or a 
swipe from Goron Link. Hidden holes 
or objects lie beneath. 


Bremen Mask Wear this at the Cucco 
Shack and hold B - the chicks will now 
scamper after you, Pied Piper-style. 
Collect all 10 to earn the Bunny Hood 
from Grog. See Guru-Guru. 


Bubbles Seen a Stray Fairy inside a 
bubble? Pop the sphere with arrows 
or a Hookshot. Bad, bouncing bubbles 
are dealt with in the Wart section. 


Bugs Lift up pebbles to find these, 
then swing at them with an Empty 
Bottle to start your bug collection. 
Drop them into dirt patches and they'll 
morph into rupees. 


Bullseyes Concentric black-and-white 
rings are actually targets for the 
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Hookshot. Aim and fire to drag 
yourself up to their level. 


Bunny Hood A vital mask - wear this 
one and Link runs twice as quickly and 
is able to jump further, too. See 
Bremen Mask. 


Butterflies Often to be found 
skittering around naked flames, where 
they'll easily hurt the weakling Link. 
Touch them with a lit Deku Stick and a 
health-healing fairy appears. 


Captain's Hat Put this on and you 
can chat to the Stalchilds who roam 
the Graveyard and Spider Houses. See 
Skull Keeta. 


Chateau Romani For sale inside 
Latte. Drink it and your Magic Bar will 
flash blue - you've got infinite magic 
energy right up until the end of day 
three. See also Madame Aroma. 


Chests Small wooden chests contain 
rupees; small golden chests contain 
keys; and large golden chests contain 
objects, maps, compasses or boss 
keys (or money if you've already 
nabbed what was inside). IF there’s a 
chest on the map but you can't see it, 
you'll need to solve a puzzle, kill a bad 
Quy or use the Lens of Truth before it 
appears. You are able to hookshot 
over to all chests, 


Chuchu Easy-to-kill wibbly-wobbly 
monsters that give UP potions, arrows 
or hearts upon death. IF you've got 
the Ice Arrows, try freezing them. 


Circus Leader’s Mask Wear this 
handy disguise when you're riding 


Cremia’s milk cart and you'll avoid 
attacks. See Gorman. 


Clocks It’s easy to tell the time, Each 
small arrow represents five minutes, 
blue arrows represent 15 minutes and 
red arrows represent one hour. The 
images of the moon and sun will Point 
to the top of the clock for 6pm and 
6am respectively, 


Clock Tower Reach the inside at 
midnight on day three, either using 
the flower in the centre of Clock Town 
(see Moon's Tear), or by clambering 
up the side as normal Link. Once 
there, see Skull Kid. 


Clock Town Bank Stores money for 
you even after you've warped back to 
day one. Store 200 rupees and you'll 
win the Adult Wallet, or bank a 
whopping 5,000 rupees for a handy 
piece of heart. 


Clock Town Trading Post Sells useful 
stuff like potions, shields, red fairies, 
arrows, and Deku Sticks and Nuts. See 
also Scarecrow. 


Compass Found inside all dungeons. 
Tells you where you entered the room 
(red arrow), your current position 
(yellow arrow), and where to find local 
chests (brown blobs). See Chests, 


Couple's Mask Chat to Mr Dotour 
inside the mayoral residence wearing 


this mask, and win his Heart Piece. See 
Anju and Kafei. 


Cows IF think you can hear mooing, 
you're not going mad - there's 
probably a secret hole hidden nearby. 
Play Epona’s Song to these noisy 
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heifers and they'll fill an Empty Bottle 
with milk. 


Crates Roll into them with forward + 
A, or slash them with your sword — 
there's good stuff inside. 


Cremia The older of the two Romani 
Ranch sisters. IF you've put a stop to 
the Romani Ranch Alien Attack, meet 
her at the stables at 6pm (day two). 
She'll take you on a wagon ride, 
during which bandits will attack. Use 
arrows only on the nearest bandit to 
easily win Romani’s Mask. See also 
Circus Leader's Mask. 


Cucco A chicken. Stab it all you want, 
it can’t fight back. Pick it up and you 
can float off to high places — try it in 
East Clock Town. 


Cucco Shack You'll find this situated 
in Romani Ranch. It's owned by Grog. 
See Bremen Mask. 


Curiosity Shop Got the Adult Wallet? 
Then you can buy the Big Bomb Bag 
here on day three for 200 rupees. 
With that done, you can sell Fish, bugs 
and other items, including Gold Dust 
for a whopping 300 rupees. IF you've 
rescued the Old Lady from the Bomb 
Shop and completed the Oceanside 
Spider House, the All-Night Mask can 
be yours on the third night for just 
500 rupees, too. 


Curiosity Shop Back Room Found 
through the door in the Laundry Pool. 
Deliver the Letter to Kafei to get in. 


Dampe the Gravekeeper He's hiding 
beneath the third of the gravestones 


in Ikana Graveyard. Target him and 
guide him to the dirt mounds — get 
him upstairs by plonking him on a 
yellow block, then run up the blocks 
or ladder nearby to reach the first 
floor yourself. Once Dampe's unsettled 
three dirt mounds, kill the Poe that 
appears for an Empty Bottle. 


Death Armos See these in Stone 
Tower Temple. Use a Light Arrow to 
flip them upside down, then run 
underneath. Stand back - they'll drop 
to the floor and blow up. 


Deku Baba Nasty snapping piranha 
plants. Slash them and they'll hand 
over Deku Sticks. 


Deku Flower Deku Link can dive into 
these and fly - yellow flowers send 
you higher and further than brown. 
The initial thrust out of the flower can 
kill hovering enemies. 


Deku King’s Chamber You can't 
reach the monkey from here - use the 
Outer Palace Garden route. The King 
won't release him ‘til you've found the 
Deku Princess. 


Deku Mask Chat to the Mask Seller 
after retrieving your Ocarina to bag 
this mask, and use the Deku powers 
whenever you like. 


Deku Nuts Chuck them at an enemy 
and they'll be temporarily paralysed. 
Mini Deku Babas are the source. 


Deku Palace If you're stuck here, try 
wearing the Deku Mask to enter the 
palace, then following the Inner Palace 
Garden to the Bean Seller. Now see 
Outer Palace Garden. 
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Deku Princess You'll bump into her 
after finishing Woodfall Temple. Swipe 
her with an Empty Bottle, then drop 
her in front of the Deku King. Now you 
can enter the Deku Shrine. 


Deku Scrub These little guys will sell 
items and trade Title Deeds. The first 
is in North Clock Town, the second 
outside the Swamp Tourist Centre, the 
third outside the entrance to the 
Goron Shrine, the fourth inside the 
leftmost room of Zora Hall and the 
fifth outside Sakon’s Hideout. 


Deku Scrub Playground Use the 
Deku Flower to float over the fence 
near the Fairy’s Fountain in North 
Clock Town. Finish all three days’ tasks 


for a Heart Piece. 


Deku Shrine After retrieving the 
Deku Princess, hop over the lily pads 
to the left of the Deku Palace entrance 
for a looong race. The route is 
(junctions only): left, left, left, right, 
left. Then: right, hop across the lilies, 
left-hand path, forward, right, and 
through the fire maze. Next: right, left, 
south-west, right, hit the switch, left, 
Forward. And when you've done that, 
you'll have won the Mask of Scents for 


your trouble! 


Deku Stick It's a weak weapon, but 
useful For carrying fire from one torch 
to another. Find them on Deku Babas. 


Dexihand These are spindly arms 
that you'll first bump into inside Great 
Bay Temple. Watch out, because they'll 
grab you if you stray near to them. To 
get rid of them, as Zora Link stand on 
the Floor nearby and then Boomerang 
them with Z-targeting. 


Dinofol Fire-breathing dragons that 
hang around Woodfall Temple. To deal 
with them, target them, use your 
shield and slash after they've swiped. 


Dirt Patch These small square 
patches are everywhere. Plant Magic 
Beans here, or allow bugs to burrow 
into them for extra rupees. 


Dodongo These dragons wander the 
north Termina Field area and they've 
got extraordinarily bad breath. Run 
around the back and bomb their tails. 


Dogs They hate Deku Link, follow 
Goron Link, sit quietly at the feet of 
Zora Link and ignore normal Link. Pick 
them up wearing the Mask of Truth to 
hear their thoughts. See also 
Mamamu Yan's Doggy Racetrack. 


Dolls Created using the Elegy of 
Emptiness, with four different dolls 
available For each form of Link. Best 
used for keeping floor switches firmly 
pressed down. 


Don Garo’s Mask Talk to the four 
frogs wearing this mask, then go to 
visit the orchestra outside the 
Mountain Smithy for a Heart Piece. 
See the entry on Goron Up High. 


Doors If they're chained, they need a 
key. But if a door is trapped behind 

vertical iron bars, you'll need to hita 
switch, light torches or kill an enemy 


to open it. 


Dragonfly Horrid skull-faced flying 
insects, these. Arrows and Hookshots 
work a treat on them, or dive into a 
Deku Flower, wait for one to buzz 
above, then launch. 
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Dungeon Map You can find this map 
inside all dungeons, and it shows the 
outline of every room in the dungeon. 
See Compass. 


East Clock Town Look around — 
there's a chest here. Pop the balloon 
in North Clock Town, then grab the 
Cucco on the roof of the Milk Bar and 
float over to the roof of the Shooting 
Gallery to find 200 rupees. 


Eeno Fat-faced snow monsters, as 
seen sliding around the snowier areas. 
Thaw them out with Fire Arrows, or 
just sword ‘em up. 


Elegy of Emptiness This handy ditty 
gives Link the power to create dolls 
of himself. See Ancient Castle of 
Ikana and Dolls. 


Empty Bottle These are useful for 
storing bugs, Poes, fairies and more. 
Get the first from Koume, the second 
from the Beavers, the third from 
Madame Aroma, the fourth from 
Romani, the fifth from the Goron 
Racetrack and the sixth from Dampe 
the Gravekeeper. 


Epona Your stolen horse. She's 
trapped in Romani Ranch — chat to 
Romani, the little girl, to claim her For 
your own once more. 


Epona’s Song Play this and Epona 
will come running, wherever you are. 
See Romani and Cows. 


Evan The Indi-Glos band-leader, as 
seen inside Zora Hall. Bring out your 
guitar and follow his tune with for a 
piece of heart. 


Eyegore There are two of these 
chaps inside Stone Tower Temple. 
When one awakes, fire a Light Arrow 
at his eye, then slash him while he’s 
paralysed. Repeat until dead. Killing 
the second Eyegore earns you the 
Giant's Mask. 


Eye Switches Small golden switches 
on walls and ceilings. Arrows fired 
directly at them will make something 


magical happen. 


Fairies Run straight at small red 
fairies and your health will be refilled. 
Catch them in a bottle and they'll 
resurrect you automatically if you die. 
There's always one hidden in a small 
plant near an Owl Statue. See also 
Stray Fairies and Great Fairies. 


Fairy's Fountains Take Stray Fairies 
here for big money prizes. The first is 
in North Clock Town, the second 
behind the entrance to Woodfall 
Temple and the third at the base of 
the long ice path to Snowfall Temple. 
Reach the fourth by using the 
Hookshot to hop between platforms 
in Zora Cape, and you can get to the 
fifth by entering the small- hole near 
Ikana Castle. See Great Fairy. 


Falling Falling too far? Push A all the 
way to land safely. 


Fences Little Epona, your horse, can 
leap over these no problem, but you 
can also climb onto the odd fence by 


pressing against it. 


Fierce Deity’s Mask Only used inside 
boss arenas. Press B to swing your 
mammoth sword or Z-target and 
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press B to fire near-fatal glowing 
discs. See Inside The Moon. 


Fire Easily kills off all forms of Link, 
but, in small flame form, it's essential 
for lighting torches. See Deku Stick. 


Fire Arrow Melts Eenos, Ice Statues 
and any other form of ice, and sets 
normal-type enemies on fire. See 
Snowhead Temple. 


Fire Keese Don't let them touch you - 
they'll set you ablaze. Target them and 
arrow them to bits. 


Fish Collect them in an Empty Bottle 
and sell them in the Curiosity Shop. 


Fisherman's Hut The picture the 
fisherman desires is of the Pirates 
who guard the Zora Eggs inside 
Pirate’s Fortress. Make sure that the 
face is clear so that you can get hold 
of the whining Seahorse. 


Flat The good half of the ghostly 
composers, found Beneath The 
Graveyard on the first night. He'll 
teach you the Song of Storms. 


Floormaster There are two types of 
Floormaster. The first is visible as a 
giant hand - use your shield to deflect 
its indestructible green form, slash it 
with your sword and then use a Spin 
Slash to take out the three mini-mitts 
before they regenerate. 

The second type of Floormaster 
appears as a slowly growing shadow 
beneath Link, accompanied by the 
sound of rushing wind. Run until the 
shadow stops moving, stand well 
back and wait for the Floormaster to 
drop. Now kill it. Fast. 


Floor Switches Brown, raised 
sections of floor. Use normal, Goron or 
Zora Link to activate, and call the 
Elegy of Emptiness into play if they. 
won't stay down. 


Flying Pots Simply use your shield to 
deflect the airborne pottery. 


Forest After Skull Kid's nicked Epona 

and the Ocarina, run straight ahead to 
reach a set of tree stumps. Follow the 
‘steps’ and leap from stump to stump 


‘to reach the first cut-scene. 


You're now, gut-wrenchingly, a 
Deku Scrub. Run for the door that 
Skull Kid left through and open it. Now 
press A to dive into the Deku Flower, 
hold until a little puff of smoke 
appears, then let go to float neatly 
over to the door opposite. Repeat in 
the following room to reach the right- 
hand exit, and take notice of what Tatl 
has to say about targeting. 

You're now beneath Clock Town. 
Run over the bridge, then make for 
the door for your first meeting with 
the Mask Seller. See Stray Fairy for 
what to do next. 


Fountains There are a couple of these 
just outside Clock Town's north 
entrance. Stand inside for coins. 


Frogs The first is in the Laundry Pool, 
the second appears after defeating 
the Gekko in Woodfall Temple, the 
third magics into place after Great Bay 
Temple’s Gekko is killed, and the 
fourth is sitting on a log in Southern 
Swamp. See Don Garo’s Mask. 


Gargantuan Masked Fish Gyorg 
Stay in the middle of the platform 
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with shield poised until the fish has 
bashed it or flown over, then target 
him with an arrow. As he shudders, 
leap into the water as Zora Link, and 
use the ‘Magic Buzz’ to pummel! him. 
Leap out of the water immediately 
and repeat the process. His shoal can 
also be wiped out with the Buzz. 


Garo These won't materialise in Ikana 
Canyon until you wear Garo's Mask. 
Raise your shield, back off and stab 
after they've surged forward. 


Garo Master Found inside Stone 
Tower Temple. Keep your shield raised 
at all times, and somersault 
backwards as far away as possible. 
He'll spin towards you, arms aloft - 
when he pauses, strike. 


Garo's Mask Slip this on when you 
see the masked figure on the road to 
Ikana Canyon — he'll then create a 
Hookshottable tree For you. Once up, 
freeze the Octoroks in the river, leap 
over and Hookshot to kana Canyon 
using the tree stumps. See also 
Gorman Brothers and Garo. 


Gatekeeper While this shivering 
fellow above the Goron Temple will 
open the door for you, he’s nothing 
but a snowball on day three. Blast him 
out with a bomb. 


Gekko Cocky, cackling frogs. When 
you're in Woodfall Temple, dive into a 
Deku Flower, then launch when the 
Gekko and the Snapper are above. 
Switch back to normal Link, target 
him and pierce his froggy belly with 
an arrow. The Gekko strikes back in 
Great Bay Temple — see Mad Jelly. 
See also Frogs. 


Goron Ghost Following the ghost, 
you'll eventually reach a sheer cliff 
face with invisible ladders - the route 
is right, left and right again, but use 
the Lens of Truth to help. The Goron 
Graveyard is at the top. See Lone 
Peak Shrine. 


Giant’s Mask Only employed against 
Twinrova. If you're running low on 
magic juice, drink some Chateau 
Romani. See Eyegore. 


Gibdo Mask Wear this to chat to the 
Gibdos Beneath The Well. It'll also 
make ReDeads feel like dancing, 
making them that much easier to kill. 
See Music Box House. 


Gilded Sword This sword is twice as 
powerful as the Kokiri Sword. See 
Mountain Smithy. 


Gold Dust Take this to the Mountain 
Smithy on day two after you've had 
your sword upgraded on day one. See 
Goron Racetrack. 


Gold Skulltula These infest the two 
Spider Houses. Try breaking open pots 
and boxes, shooting wasps’ nests, 
dropping bugs next to dirt patches, 
and rolling into vases, trees and tables 
to find them. Find 30 in each house to 
break the curse. 


Gomess An evil-hearted enemy Found 
inside Stone Tower Temple. Use a 
Light Arrow to disperse her bats, then 
run as close as you dare and sword 
her in the belly. Retreat and repeat. 


Gorman Enter the Milk Bar with 
Romani's Mask after 10pm on day 
three, then help out Toto with his 
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sound test. Gorman will be moved 
enough by your kindness to hand you 


his Circus Leader's Mask. 


Gorman Brothers These blokes are 
the owners of the Gorman Racetrack 
off Milk Road in the daytime. Talk to 
them while you're riding Epona and a 
race begins - never use the last ` 
carrot, but whip Epona just before 
each fence to pick up enough speed 
to jump over it. Your prize will be the 
Garo’s Mask. Thrash the Gorman duo 
again to win some milk. 


Goron Elder If you're looking for the 
old man, he’s trapped inside one of 
the big snowballs beneath the bridge 
path in Mountain Village. Break the 


snowball open with a Goron Punch, 
thaw him out with water from the 
Goron Graveyard, then wear your 
Goron Mask and speak to him twice. 
Now see Goron Elder's Son. 


Goron Elder's Son He won't stop 


crying until you play him the tune that 
the Goron Elder teaches you. You'll 
learn the Goron Lullaby as a result. 
Now see Snowhead. 


Goron Graveyard The Goron Ghost 
will lead you here, and you should 
play him the Song of Healing to collect 
the Goron Mask. Now you can reach 
behind the gravestone and pull hard 
to create a spring — the Hot Spring 
Water, which you can collect in an 
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empty bottle, is just perfect for 
thawing out the Goron Elder. 


Goron Lullaby Play it to the Goron 
Temple Guard to send him to sleep. 
See Goron Elder’s Son. 


Goron Mask When you've got this, 
you can bash the ground, punch hard 
and - best of all — roll like the wind. 
See Goron Graveyard. 


Goron Powder Keg Shop Situated 
just behind the Goron Shrine, but 
frozen by ice. Thaw it with a Fire 
Arrow or finish off Snowhead Temple 
to get inside. You'll be given a Powder 
Keg — throw it up ramps and carry it 
to the colossal rock above the bridge 
path in Mountain Village. You'll be able 
to blow the entrance to the Goron 
Racetrack open. 


Goron Racetrack Roll into a ball and 
push forward just as the number ‘1’ 
disappears for a sprint start. Collect all 
the pots, avoid ramps, use the inside 
track, and bash gently at the 

~ opposition to keep them at bay. You'll 
win the Gold Dust for first place. See 
Goron Powder Keg Shop. 


Goron Shop Located on the bottom 
floor of the Goron Shrine. Sells bombs, 
arrows and red potions. 


Goron Shrine See Goron Shop; 
Goron Up High; Goron Elder’s Son. 


Goron Temple Guard Use your Lens 
of Truth at Snowhead and you'll spot 
the man who's responsible for the 
gale force winds. Slip on the Goron 
Mask and play the Goron Lullaby to 
get shot of him. 


Goron Up High The shivering Goron 
near the Mountain Smithy needs 
meat. In the Goron Shrine, run around 
and use a Deku Stick to light all the 
torches in the building, top to bottom 
As Goron Link, roll over the top floor 
ramp and bash the rotating pots. 
Meat will fall from one — pick it up, 
take it to the other end of town and 
throw it to the shivering Goron. Don 
Garo's Mask is yours. 


Gravestones On each of the three 
days, the Stalchilds circle a different 
grave in Ikana Graveyard. Chat to 
them with the Captain's Hat and 
they'll break them open for you. 


Great Bay Coast When you arrive, a 
Zora is stranded out to sea. Swim out, 
grab him with A and push him to 
shore. Play him the Song of Healing to 
win the Zora Mask. The cliff Face to 
the east can be scaled with the 
Hookshot, as can the trees near the 
Zora Game if you fancy meeting the 
psychedelic Beaver brothers. Or, you 
can also swim out from Zora Cape to 
reach Zora Hall. 


Great Bay Temple In the first room, 
swim over to push the small rotating 
key below the water to the north-east. 
Use the elevators to reach the high 
platform to the right — but watch out 
for loitering Skulltulas - and jump 
onto the water spout, then run 
around to the core room. 

With water flowing anticlockwise, 
you can only enter two of the tunnels 
below the water. Take the one nearest 
the surface and float up to the pot- 
laden platform in the next room, 


_ before hookshotting over to a chest 


containing a map. Now sink, deal with 
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the Dexihands and swim past the Bio 
Deku Babas to the next room. 

Kill the Real Bombchu and 
Hookshot your way over to the 
compass-holding chest, then sink, kill 
the Dexihand, and grab the small key 
in the chest. Head back to the core 
room via the fast-running stream, and 
swim through the bottom red tunnel. 

You can walk up the red pipe in the 
next room, but kill the Real Bombchu 
first. Enter the locked door at the end, 
stock up on arrows, bombs and 
magic, and deal with the Wart 
beyond. The Ice Arrows are now 
yours. 

Back outside, climb onto the 
platform opposite the red pipe and Ice 
Arrow the Octoroks, forming 
platforms that you can use to reach 
and push the red rotating key. 
Descend and find the red window to 
reach the core room again, then swim 
back into the top yellow tunnel. 

Hookshot over to the map chest 
again, and fire Ice Arrows at the water 
to create a path to the opposite 
doorway. Inside, freeze the Chuchu 
and climb on him to reach and turn 
the green key above. 

Now swim back to the room with 
the compass in it, and create a path to 
the icicle-laden doorway. Slash the 
stalagmites, set the big block of ice 
ablaze, then deal with the Mad Jelly 
beyond to open a new door and reach 
the Boss Key. Back at the core room, 
use the outside path and the rotating 
blades to reach the central platform to 
the north (climb quickly) and a ladder. 
Use an Ice Arrow on the waterfall to 
enter the door, then on the water to 
reach and push the green key. 

Back in the first room, you can use 
a Hookshot pad on the ceiling in the 


northwest to land on the newly- 
spouting water and reach a pushable 
red key. Now push the large yellow 
key in the centre of the room to 
reverse the water direction. 

Swim down to the bottom green 
corridor in the core room, then walk 
up the green pipe and push the key. 
There's just one tunnel left in the core 
room - inside, a lift in the corner will 
allow you leap onto another lift and 
reach the opposite side of the room. 
Fire an Ice Arrow at the waterfall just 
as the blades in Front of you are 
vertical, and you'll create a makeshift 
platform to the door. 

In the new room, walk over to the 
see-saw on the left, turn around and 
fire an Ice Arrow at the frozen ice 
above. Repeat for the next see-saw, 
then jump across to the key and turn. 

Finally, take the bottom green 
corridor again, walk up to the 
platform via the pipe, and then use 
the spouting water to reach Masked 
Jungle Warrior Odolwa. 


Great Fairy's Mask The hair on this 
mask tingles whenever a Stray Fairy is 
nearby — and it attracts them, too. See 
Great Fairies. 


Great Fairies These can be found in 
the Fairy's Fountains. The first Great 
Fairy gives normal Link the Great 
Fairy's Mask, the second a stronger 
spinning sword slash, the third 
extends your magic bar, the fourth 
doubles your defence and the fifth 
hands you the Great Fairy’s Sword. 
See Stray Fairies. 


Green Potion Restores Link's Magic 
Power. You can buy it from Magic 
Hag's Potion Shop. 


FIND EVERYTHING IN MAJORA'S MASK 


Guay Primitive-looking crows. Target 
and arrow them, or simply swipe at 
the birds. 


Guru-Guru The music man sits 
mournfully in the Laundry Pool from 
6am-6pm (day one-two). He'll give 
you the Bremen Mask. 


Hay There is just one batch of this, 
and it's inside Romani Ranch stables. 
Explore the haystack for money. 


Hero's Bow When you use the Hero's 
Bow you can hit targets From afar 
with targeting, stun tougher enemies 
and bash at faraway switches. See 
Woodfall Temple and Arrows. 


Hero's Shield It withstands practically 
any attack, so use this one with 
targeting. Had it stolen? That's 
careless, but luckily you can buy it 
back at the Curiosity Shop. 


Hiploop A scuttering beetle First seen 
at Woodfall and easily targeted. Mask- 
wearing versions can be stripped of 
their visages with the Hookshot. 


Holes Most are hidden - listen for the 
pad rumble, then drop a bomb. Drop 
inside to find all manner of goodies 
and Heart Pieces. 


Honey & Darling's Shop There are 
three different games to play here — 
one for each day. Score ‘Perfect!’ on all 
three to win a Heart Piece. 


Hookshot Not just useful for 
grabbing onto bullseyes and helping 
you cross things. The Hookshot can 
also tear chunks out of enemies 


and/or stun them via the wonders of 
targeting. See Pirate’s Fortress. 


Hot Spring Water Cools after just 60 
seconds, so you'd best slip on the 
Bunny Hood to reach your destination 
quicksmart. Find it at the Goron 
Graveyard and beneath many Holes, 
including the one underneath the ice 
on the wooden bridge path in 
Mountain Village. 


| water with an Ice 


Thaw frozen 
Arrow or Hot Spring Water. 
too near to it- you'll catch 
of cold. Literally. 


Don't get 
your death 


Ice 


Useful for Freezing 

urning enemies into ice - 
ou can push or climb the ice blocks - 

and creating temporary platforms on 

water. See Great Bay Temple. 


Ice Arrow 
waterfalls, t 


Ice Keese Otherwise known as the ice 
bat. Aim from afar to avoid being 
frozen, and shoot twice with targeting 


to bring it down. 


Ice Statues The ice that these blow 
can freeze you in seconds. Fire Arrows 
or Hot Spring Water will thaw them 
immediately, but you can also bash 
them to pieces with your trusty sword. 


Icicles They have a habit of dropping 
From the ceiling and cutting Link's 
head, but if they stay stuck in the 
ceiling, you can dislodge them with 
arrows and break lumps of ice below. 


Igos du Ikana The boss of the Ancient 
Castle of Ikana. His two friends can be 
beaten by using Fire Arrows to burn 
the curtains, then attacking them with 
Z-targeting, and then using your 
Mirror Shield to shine light onto their 
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crumpled bodies. Igos himself, 
though, is a nightmare. Sacrifice 
health and move close to him using 
your shield, then swat him with your 
sword. Wear him down like this, or 
wait for him to fall, then shine light 
onto his unconscious frame. If he 
launches his flying head, just run - 
quickly. Once he's dead, he'll teach 
you the Elegy Of Emptiness. Now see 
Stone Tower. 


Ikana Canyon If you're lost here, first 
learn the Song of Storms (see Under 
The Graveyard), then head into 
Spring Water Cave in the north to play 
it. Next: Music Box House. 


kana Castle Front Gate The gate 
really won't open, you know. See 
Beneath The Well or, if you've 
already got the Mirror Shield, slip 
through the hole next door and see 
Ancient Castle of Ikana. 


Ikana Graveyard Your first job here 
is waking Skull Keeta with The Song of 
Awakening. Then have a look at 
Beneath The Graveyard. 


Inner Palace Garden It's a giant 
maze, Full of coins and - importantly - 
the Bean Seller. IF you find avoiding 
the Dekus tricky, enter at night - 
white dots will show their field of 
vision, To find the beanie man, head 
into the right-hand garden and follow 
the path all the way around, ignoring 
the first hole you see and dropping 
into the second. 


inside the Moon This is the final 
dungeon, only opened after beating 
Stone Tower Temple and finishing off 
Skull Kid. Run up to the gigantic tree 


to find five children. The one nearest 
to the tree will take you straight to the 
battle with Majora's Mask, but if 
you've collected all 20 masks, you can 
win the very final mask by chatting to 
the other four kids. Each of them will 
ask you for masks, drag you toa 
dungeon, then ask for the same 
number at the end. 

The Odalwa Kid requires one mask. 
Inside his dungeon, use the Deku 
Flower to reach the first spinning 
platform (wait until it's Facing left-to- 
right), then fly to the next, burrowing 
immediately to avoid a spiking. Make 
sure you've chosen the yellow flower 
~ it'll get you to the door on the left. 
Give Odalwa Kid another mask to exit. 

Goht Kid requires two masks. His 
dungeon is tough - as Goron Link, 
roll straight down the middle of the 
path towards the chests, then let go 
of the stick after bouncing. You should 
turn left, hit two more chests, and 
head down a long path - try to push 
straight forward here and bounce into 
the final chests, then stop. IF it didn’t 
work, fall off and try again. Walk 
forward and right to the central 
platform, then roll along the path to 
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the left to Find the door to Goht Kid, 
who wants two more masks. 

Gyorg Kid requires three masks. 
Simply become Zora Link, dive into the 
water, then head left, left, right and 
right again to find Gyorg Kid. Hand 
him his three masks to exit. 

Twinmold Kid requires four masks. 
His dungeon is a rematch with many 
of the game's tougher enemies, so 
bring lots of red Fairies and milk. First 
is a Dinofol, then a Garo Master — 
Hookshot up to the new chest - then 
an Iron Knuckle. Grab the Bombchus 
from the chest and blow the crack in 
the wall. In the next room, Bombchu 
the ceiling, then fire an arrow at the 
Eye Switch. Twinmold Kid is waiting in 
the next room and needs four masks. 

IF you've given up all 20 masks — ie, 
finished all four dungeons - you can 
talk to the fifth child to be given the 
Fierce Deity’s Mask, which will make 
the final battle much easier. Now see 
Majora's Mask. 


Intro Watch this carefully For bird's- 
eye views of many of the game's 
more complicated areas. 


Iron Knuckle Nasty. Bash them once 
and they'll spring to life. Target, move 
in close, then spring away - they're 
vulnerable just after they've swiped, 
in both fat and thin forms. 


Japas The bass-player in the Indi-Glos, 
who'll kickstart a jamming session if 
you show him your guitar. Follow him 
for a Heart Piece. 


Jim The leader of the Bombers is over 
in North Clock Town, frantically trying 
to blow up the big blue balloon. 


Kafei This is the fellow with the 
yellow mask, who comes running if 
you bang the bell in the Laundry 
Room. To meet him, post him a letter 
(see Anju), and you'll be able to enter 
his room at 3pm (day two) and nab 
the Pendant of Memories from him. 
Take the pendant straight to Anju. 

With that done, you'll find Kafei 
hanging around Sakon’s Hideout at 
6pm on the final night. Help him out 
and he'll run back to town - see Anju. 
See also Keaton Mask. 


Kafei's Mask Wear this to enquire 
about Kafei’s whereabouts. Anju holds 
a smidgen of information. See 
Madame Aroma. 


Kamaro You'll see this skeletal Fellow 
dancing on a mushroom in the snowy 
north of Termina Field, but only at 
midnight (day one/two). Play him the 
Song of Healing for Kamaro’s Mask. 


Kamaro’s Mask Stick this mask on 
and press B to dance like a loon. See 
also Rosa Sisters. 


Keaton Mask Wear this mask while 
swiping at jiggling bushes to make 
Keaton himself appear. Answer all his 
questions correctly and you'll win a 
Heart Piece. 


Keese Their blue hue distinguishes 
them from Bad Bats, but the killing 
method is roughly the same - Z- 
target, then fire. 


Key Small keys are found in small 
golden chests throughout dungeons - 
unsurprisingly, they open locked 
doors. See also Boss Key. 
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Kotake Runs the Magic Hag's Potion 
Shop — but she’s in the Woods of 
Mystery on the third day, looking for 
her sister. After finding Koume, chat to 
her to get the Red Potion. 


Koume Follow the monkey in the 
Woods of Mystery to find Koume, then 
track down Kotake for the potion 
that'll make her better. 

Your reward is nothing more than 
an Empty Bottle, but now you can 
head back to the Swamp Tourist 
Centre and take a ride. 


Latte The milk bar next-door to the 
Stock Pot Inn will bar you unless you 
hold Romani’s Mask. Inside, order milk 
or Chateau Romani and help out Toto, 
Gorman and Madame Aroma on the 
Final day. 


Laundry Pool The small room just up 
the ramp to the south-west of Clock 
Town. The yellow-masked guy who 
comes running at the sound of the 
bell is Kafei. 


Lava Fatal to all but Goron Link, who 
can stride confidently through. 


Leever Spinning green jellies that 

weave their way around Great Bay 
Coast. Use the Stone Mask to avoid 
them, or ride Epona for invincibility. 


Lens of Truth Activate to make the 
invisible visible — such as the path 
leading away from Lone Peak Shrine 
and the Ghost Goron on the opposite 
side. See Lone Peak Shrine. 


Letter to Kafei Shove this in a 
postbox, then follow the postman 
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from his office at 2pm (day two) to 
meet Kafei himself and thereby gain 
access to the Curiosity Shop 
Backroom. See Anju. 


Letter to Mama Give this to the 
Postman on the final day, or you can 
hand it to Madame Aroma direct 
(she’s inside Latte) on night three. 


Like Like We don't like them. These 
are disgusting stomach-like beings 
that'll swallow you up if you get too 
close, and they nick vital objects too. 
Use arrows or the Hookshot to 
retrieve your possessions. 


Lilies Only Deku Link is light enough 
to use these as stepping stones. IF you 
use forward + A to spin off, you'll 
travel further and Faster. 


Light Arrows Use these to activate 
Sun Faces and destroy Sun Blocks. 
They also do much more damage to 
enemies than normal arrows. See 
Stone Tower Temple. 


Lone Peak Shrine This is located at 
the north end of Mountain Village. The 
wise old owl will beckon you over — 
his feathers show you where invisible 
ice platforms lie, so get jumping. The 
Lens of Truth is inside a chest within, 
and you can use it to head back and 
chat to the Ghost Goron back on the 
other side. 


Lottery Shop Simply buy your ticket 
in the daytime, and head back at night 
to find out if you've won. Worth the 
hassle? Nope. 


Lulu Rescue all her eggs from Pirate's 
Fortress and Pinnacle Rock and she'll 
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find her voice, opening the way to 
Great Bay Temple. 


Madame Aroma You'll find her in the 
Mayoral Residence and she'll reward 
you with Kafei's Mask. Also, if you 
hand her the Letter to Mama inside 
Latte on the last night she'll give you a 
piece of heart. 


Mad Jelly This is found in the Great 
Bay Temple - it's the Gekko and his 
bubbly friends. 

Run through the bubble maze to 
slash the frog, then steer well clear of 
the ceiling jelly until it drops (you'll 
find the Bunny Hood should help you 
out here). Once the Gekko is back on 
the roof, use an Ice Arrow to bring 
him crashing down, then repeat. 


Mad Scrub Deku Nut-popping 
shrubs, as seen in Woodfall. Bounce 
the nuts back with a shield, or polish 
the scrub off with a projectile attack. 


Magic Bar Win magic ability from the 
Great Fairy in North Clock Town by 
bringing the Stray Fairy to the 
fountain. Now use your new bubble 
power for the balloon outside. 


Magic Beans Available from the Bean 
Seller in Deku Palace, or the Deku 
Scrub just outside the Swamp Tourist 
Centre. Plant them on dirt patches and 
pour on Spring Water to create lifts - 
they come in most useful in the Outer 
Palace Garden. 


Magic Hag’s Potion Shop Kotake's 
lost her sister - you'll find her in the 
Woods of Mystery. You can buy 
potions here, too. 


Majora's Mask After being dragged 
Inside The Moon, talk to the kid sitting 
by the tree to reach this final boss 
battle. IF you've won the Fierce Deity’s 
Mask, you won't be allowed to use 
any other mask, but it makes the 
battle a walkover — all you need to do 
is Z-target Majora and press B to fire 
deadly discs in all three rounds. 
Round 1 - Majora's Mask: You'll 
need to hit the mask on its back here 
— bash it when it spins on the ground, 
or use an arrow or Zora Link's 
boomerang - then slash it as it 
shivers. Sidestep to avoid its fire beam 
attack. At some point, the four boss 
masks will float out of their sockets - 
target each in turn, keep sidestepping, 
and ignore Majora's Mask until you've 
arrowed/boomeranged all four. 
Round 2 - Mask’s Incarnation: The 
least deadly form. Keep your shield 
up, run towards the Incarnation when 
he dances on the spot and slash. 
Round 3 - Mask’s Wrath — Yikes. 
Don't get too far away or he'll whip 
you for massive damage. Arrows and 
Zora Link's boomerangs come in 
handy again, but your best bet is to 
draw near and hold your shield until 
the Mask executes a spinning attack - 
he'll pause briefly afterwards, 
allowing you to get your sword in. 
And that's it! 


Mamamu Yan's Doggy Racetrack 
Chat to Mamamu Yan, then grab 
yourself a mutt and bring it to the 
lady. The only way to win is to wear 
the Mask of Truth and check each 
dog's mood to pick the winner. 


Man from Curiosity Shop After 
receiving the Pendant of Memories, 
find him through the door in the 
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Laundry Pool and grab the Letter to 
Mama and Keaton’s Mask. See also 
Curiosity Shop. 


Marine Research Lab Offshore from 
Great Bay Coast - you'll need to use 
Zora Link's dive-and-leap to get up 
onto its platform. Bring seven Zora 
Eggs here and drop them in the big 
tank. Now see Tadpoles. 


Mask Seller He'll teach you the Oath 
to Order if you speak to him after 
winning the Ocarina of Time. Use it on 
Skull Kid. 


Mask of Scents Useless? Nope. Don it 
in the small room behind the Stock Pot 
Inn's reception and a gas appears. 
Bottle it and run to Magic Hags‘ Potion 
Shop to create a new potion. 


Mask of Truth Wear this to receive 
advice from Mystical Stones, and — 
finally! - hear what dogs are thinking. 
See Swamp Spider House. 


Masked Mechanical Bull Goht You'll 
need your Goron Mask for this. Roll 
into a spiky ball, chase and try to 
nudge Goht in the buttocks — the 
electrical bolt he fires can be avoided 
by veering left or right at the last 
minute. IF you can land on top of him 
after a ramp, he'll fall, so you can 
nestle between his legs For multiple 
hits. Steer clear of bombs and 
stalactites later. Now see Goron 
Powder Keg Shop. 


Masked Jungle Warrior Odolwa This 
one is dead easy. Chuck a Deku Nut at 
him if you like, then, as Normal Link, 
use the Bomb Plants at the side to 
blow him up. Dive into the central 


flower when butterflies loom. Now 
see Mountain Village. 


Mayor's Residence Arguments ahoy 
here. See also entries for Couple’s 
Mask and Madame Aroma. 


Meat After bashing the pots in the 
Goron Temple, this is your reward. See 
Goron Up High. 


Mighty Training Centre Bash the 
gong here for rupees, or slice logs for 
your life as normal Link and win a 
Heart Piece. 


Milk Fully restores health when 
swigged. See Romani, Gorman 
Brothers and Cows. 


Milk Road The route here is blocked 
until day three — unless you use a 
Powder Keg to deal with the rock 
yourself. Make sure you don’t miss the 
Gorman Brothers to the left. 


Mini Baba A tiny Deku Baba that 
can’t reach to nip you. Deku Nuts are 
yours if you slash it apart. 


Mirror Shield A powerful shield - 
and also a neat way of shining bright 
light onto Sun Faces and Sun Blocks. 
Try it out on enemies, too. See 
Beneath The Well. 


Mirrors These will store energy if you 
shine light onto them with the Mirror 
Shield, and unleash it as a powerful 
beam of light when you stop. The 
longer you power them up, the longer 
they'll shine, and you can use the 
Mirror Shield to target their deflected 
beam onto a Sun Mask or Sun Block - 
or, indeed, another mirror. 
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Monkey Finished the Woods of 
Mystery? And the Inner and Outer 
palace Gardens? You can’t actually 
slash the monkey's ropes, so morph 
into Deku Link and show him your 
pipes to learn the Song of Awakening. 
Next: Woodfall. 


Moon's Tear A Deku Scrub lives in the 
Deku Flower in South Clock Town, and 
he'll swap this for a Title Deed. Now 
use his flower to reach the top of the 
Clock Tower. See Telescope. 


Mountain Smithy Use Hot Spring 
Water to melt the forge and the 
comedy duo there will galvanise your 
sword for you. 

Do that on day one, then offer 
them Gold Dust the next morning for 
a permanent upgrade. 


Mr Dotour The hassled man in East 
Clock Town. See Couple’s Mask. 


Music Box House Only open this if 
you've seen off Sharp. Get rid of 
Pamela, then, in the basement of the 
house, play the Song of Healing to the 
Gibdo and you'll earn yourself the 
Gibdo Mask. Now you can head 
Beneath The Well. 


Mystical Stone Slash with your 
sword, shoot, or bomb these one- 
eyed statues for amusing effects, or 
chat to them with the Mask of Truth 
for a handy hint, or play the Song of 
Storms for a red fairy. 


Nejiron Tricky-to-beat rolling rock 
bombs with old man’s faces. Our 
advice: run, or use the Stone Mask to 
avoid their attention completely. 


New Wave Bossa Nova Play this 
tune to Lulu to open Great Bay 
Temple. See Zora Eggs. 


Oath to Order If you've already seen 
off the Stone Tower Temple, play this 
to Skull Kid to reach the final stage. 
See Mask Seller. 


Ocarina of Time You'll be taught a 
song using this every so often. Try 
fishing out your instrument 
everywhere - a tinkly tune means a 
particular song played in that spot will 
make something special happen, for 
example, a temple opening. Hasn't 
worked? Try changing to Deku, Zora 
or Goron Link and try again. 


Oceanside Spider House Found on 
Great Bay Coast — you'll need a bomb 
to crack the wall inside and the 
Hookshot to scale the fence. You 
won't win much for completing it 
unless you're on day one, and you'll 
need Fire Arrows to enter two 
webbed rooms. 

Slide: Two on the slide itself - use 
your Hookshot at the bottom. 

Entrance: Fire Arrow the ceiling 
cobweb, then Hookshot. 

First-floor room: On wall near 
staircase; crawling on the rafter above 
the door; inside big pot near stairs 
(roll into it); inside big pot behind 
corner cobweb (Fire Arrow, then roll). 

Library: Behind picture in north- 
east (Hookshot); two behind bookcase 
on far well (pull it); behind cupboards 
on right-hand wall (pull them); top of 
bookshelves (climb onto cupboards 
and bookshelf); crawling along rafter; 
inside hole behind picture on left wall. 

Downstairs: Inside big pot; crawling 
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behind mask behind the stairs; 
crawling on longest rafter; inside 
small pot on top of crates; inside hole 
in wall behind cobweb. 

Basement Room 1: Behind second 
picture on left; crawling on rafter; 
three inside lampshade (roll into 
table); inside big pot in corner. 

Basement Room 2: Behind ceiling 
cobweb; behind crate on right side; 
inside small room behind crate on left 
side: behind mask on back wall; in 
barrel on second floor (climb box in 
left corner, Hookshot up). 

Done all that? Roll up the ramp as 
Goron Link to bag the Giant's Wallet. 


Octorok Whether they're big or small, 
these sucker-faced octopi can be killed 
with arrows or Hookshots. Early on, 
however, you'll need Old Koume’s 
Boat Cruise to get past them. 


Old Koume’s Boat Cruise After 
rescuing Koume, chat to her in the 
Swamp Tourist Centre to get the 
Pictograph Box and take the boat to 
the Deku Temple. IF you want a free 
trip on the boat, see Pictograph 
Contest. Chat to Koume later on to 


play a shooting gallery game to win 
a Heart Piece. 


Old Lady from Bomb Shop She gets 
mugged at midnight (day one) in 
North Clock Town. Chase the thief and 
slash him — use the Song of Inverted 
Time — to win the Blast Mask. 


Outer Palace Garden After entering 
Deku Palace from the boat, hop across 
the lilies to the right to reach a small 
garden. Use Magic Beans here to 
create a lift, which takes you above 
the Inner Palace Garden. Float 


between the lifts, bubbling Mad 
Scrubs as you go, then wait for the 
final lift to reach the top of its path to 
float across to the monkey cage. 


Owl On the way to Woodfall, you'll 
bump into this bird, who teaches you 
the Song of Soaring. 


Owl Statues Slash the Owl Statues 
once and you will be able to use the 
Song of Soaring to teleport back to 
them in Future. You can also check 
them later (with A) for a useful save- 
and-quit option. 


Palm trees Roll into their trunks or, 
alternatively, punch their lights out as 
Goron Link to make Deku Nuts fall. 


Pamela She pops in and out of the 
Music Box House every Five minutes - 
but she will also respond to a bomb. 
Use the Stone Mask if you have it. 


Pendant of Memories Take this 
pretty necklace to Anju straight away 
— she'll be at the Stock Pot Inn 
reception, or dusting the third room 
upstairs. See Kafei. 


Pictograph Box Good pictures earn 
rupees aplenty from the man at the 
Swamp Tourist Centre — the Deku King 
wins a Heart Piece ~ but any picture 
from the.swamp will net you a free 
boat ride, too. See also Fisherman’s 
Hut, Zora Hall and Old Koume’s 
Boat Cruise. 


Pinnacle Rock Swim toward the 
distant two rocks off Great Bay Coast 
to find this. Drop down to the seabed 
and use the Seahorse to guide the 
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way through the murky water - from 
the rectangular sign, it’s two signs to 
the east, north, west through the 
shoal of fish, north-east around the 
back of the signpost, then into the 
cave. Once inside, kill the Sea Snakes 
to find three Zora Eggs, and reunite 
the Seahorse lovers for a Heart Piece. 


Pirate Found inside Pirate's Fortress, 
and very hard to beat. Use your shield 
and somersault copiously, only 
stabbing after they've executed a 
hefty sword slash. 


Pirates’ Fortress Swim all the way 
east from Great Bay Coast, drop to the 
seabed and use forward + A to bash 
the Skull & Crossbones motif. 

The Stone Mask will help you reach 
the west side without being spotted 
by any of the pirates, at which point 
you should bash the floor switch as 
Goron Link (use A+B). A vent will 
open beneath the water — swim into it 
as Zora Link. 

The first job is to bash the wood, 
push the block and swim left. Pull the 
second block, then swim back and all 
the way around - bashing wood as 
you go - to reach the next room. 

In the next room, jump onto the 
gushing water, then swim through the 
tunnel, avoiding the streams of water. 
Climb up the ramp in the next room, 
then aim right with an arrow and hit 
the switch. Now swim through the 
grating below. 

Avoid the gushing water and climb 
onto the floor switch above. Quickly 
jump onto the grating and fire an 
arrow at the switch behind you, then 
leap off the fountain at the top. 

Climb the ladder and fire arrows at 

both the spikes and the switch behind 


them to open the door below, 
allowing you into the Pirate Fortress 
proper. See Zora Eggs. 


Plants Slash them to uncover rupees, 
bombs, arrows and more. Try it as 
different forms of Link to win different 
items. See also Keaton Mask. 


Poe A ghost. Target and use your 
sword or bow to exorcise them - but 
your weapons will only work when 
they're not spinning. Bottle the spirit 
they leave behind and sell it to the 
Curiosity Shop. 


Postman Visit the postie at night (day 
two to three) and play his game to 
win a Heart Piece - it helps if you 
wear the Bunny Hood when you're 
doing this. On the final day, give him 
the Letter to Mama and follow him in 
and out of Latte — he'll hand you the 
Postman's Hat just before he leaves 
town. His final section in the Bombers’ 
Notebook is activated after you've 
posted the Letter to Kafei. 


Postman’s Hat Peer inside letter 
boxes with this to find rupees. 


Posts If they're adorned with a 
bullseye, you can Hookshot over to 
them. IF not, ignore them. 


Pots Rupees, arrows, and other 
goodies are inside pots; they'll 
reappear after you've exited and re- 
entered the room. 


Powder Keg Take the one from the 
Goron Powder Keg Shop to the 
entrance to the Goron Racetrack. You 
can buy barrels from the Bomb Shop, 
and open Milk Road. f 


— ëB 


ON 


FIND EVERYTHING IN MAJORA'S MASK ~ 


Quiver This comes free with the 
Hero's Bow. Sadly, though, you can’t 
upgrade it. 


Real Bombchu Squeaking, 
scampering bomb-tailed rats from the 
east of Termina Field. Best avoid their 
attention entirely with the Stone Mask, 
or arrow them. 


ReDead Zombies — not Gibdos — who 
hand over 20 rupees to you upon 
their death. Use the Gibdo Mask to get 
the disco started. 


Red Bubble Otherwise known as 
flaming skulls, these monsters are 
resident in Snowhead Temple. Use 
your shield to spoil their fun, or drag 
them towards you with the Hookshot 
to extinguish the fire. 


Red Potion This is available from 
Magic Hag's Potion Shop and Clock 
Town Trading Post. It restores your 
health to full and brings Koume back 
to her feet. 


Red Switches These are seen only in 
the Stone Tower Temple. They have 
the power to flick the room on its 
head when you pierce them with a 
Light Arrow. 


Rising Air Another Stone Tower 
Temple exclusive. If Deku Link lands 
on the air, he'll fly high. Don’t move 
until he’s at the top to reach 
maximum altitude. 


Rocks Gigantic rocks - such as the 


one on Milk Road - can be blown 
-apart with the Powder Keg. Normal 
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bombs should deal with smaller ones 
and will uncover holes. 


Romani The child from Romani 
Ranch. See Romani’s Test, Romani 
Ranch Alien Attack. 


Romani Ranch Wait until day three to 
enter this place. Or, if you're 
impatient, use a Powder Keg to blow 
apart the rock on Milk Road. Inside the 
Ranch, take Romani’s Test by talking 
to the girl here. 


Romani Ranch Alien Attack Aliens 
attack the cow stables inside Romani 
Ranch at 11pm (day one). Ditch Epona 
and shoot them all — they always 
appear from the same spots, So it's 
easy to keep them at bay. When they 
give up, you win Chateau Romani. 
Now see Cremia. 


Romani’s Mask Use to enter Latte 
after 8pm. 


Romani’s Test Talk to Romani on day 
one and she'll challenge you to a 
horseback archery challenge. The time 
is unimportant — find all ten floating 
fellas and burst them to learn Epona’s 
Song and then reclaim Epona herself. 


Room Key Use this to enter the Stock 
Pot Inn at any hour of the day or night 
- primarily to meet Anju for her secret 
midnight meeting. 


Rosa Sisters Dance with them using 
the Kamaro Mask at 6pm (day two- 
three) outside the Lottery Shop to win 
a Heart Piece. 


Rupees There's money to be found in 
lots of interesting places in Hyrule. For 
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easy cash, head down holes, walk 
through grass, break Open pots, 
search for hidden chests or, to cash in 


on a long-term investment, use the 
Clock Town Bank. 


Sakon A devious fellow who attacks 
the Old Woman from the Bomb Shop 
and has his own hideout near lkana 
Canyon. IF this villain steals your 
sword, visit the Curiosity Shop to 
reclaim it. See Kafei. 


Sakon’s Hideout After winning the 
Pendant of Memories from Kafei, turn 
right where you'd usually freeze the 
Octoroks just outside Ikana Canyon to 
find him hiding behind a rock. Join him 
at 6pm (day three), and Sakon will 
open his hideout. Run inside. 

Control now swaps between Kafei 
and Link. All Link needs to do each 
time is kill the Deku Babas and White 
Wolfos. Kafei, though, has the tricky 
job. In the first room, push the right- 
hand block onto the switch. In room 
two, simply run onto the blue switch. 
In the third, push the north block 
west, then the middle one north to 
reach the blue switch. The Sun Mask is 
saved, and Kafei runs back to town. 
Now see Anju. 


Scarecrow Found in the Trading Post 
and Bombers’ Hideout — they advance 
time 12 hours for you. The songs they 
hint at are the Song of Inverse Time 
and the Song of Double Time. See also 
Scarecrow’s Song. 


Scarecrow’s Song Play a Scarecrow 
a tune — make it an easy one — and 
he'll remember it. Now, when Tatl 
floats over an empty area and glows 


green, play it again to bring a 
scarecrow to life. The point? You can 
Hookshot onto him to reach Heart 
Pieces and take shortcuts. Handy. 


Sea Snakes Easy to kill - taunt them 
out of their holes, duck past to the 
side, then Magic Buzz them. Repeat 
until dead, then check behind for a 
Zora Egg. 


Secret Shrine After using the Garo 
Mask to reach Ikana Canyon, swim left 
along the river, climb up behind the 
waterfall, then Light Arrow the Sun's 
Face. The heart motifs leading to each 
door show you how much health 
you'll need in order to enter, but the 
battles inside won't win you much 
more than money. 


Sharp Found inside Spring Water Cave 
- do away with him using the Song of 
Storms, then see Music Box House. 


Shell Blade These are snapping 
oyster folk who inhabit the Pirate's 
Fortress and Great Bay Temple. When 
you're Zora Link, stand well back, 
target, then Hookshot them when 
they open their gobs. 


Shiro This poor guard is hidden in a 
ring of stones on the road to Ikana 
Canyon. Flick on the Lens of Truth and 
you'll catch sight of him — he wants 
some Blue Potion, and if you get it for 
him he'll present you with the 
invaluable Stone Mask in return. 


Skull Kid He hasn't gone for good - 
he's hiding at the top of the Clock 
Tower. The first time you meet him, 
use your bubble attack to retrieve 
your Ocarina of Time, then play the 
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Song of Time. Don't head back up 
there until you've defeated the Stone 
Tower Temple, then play the Oath to 
Order to access the final temple - 
Inside The Moon. 


Snowballs Giant snowballs can be 
broken apart with bombs, or Goron 
Link’s massive fists. Bash small 
snowballs apart for good stuff. 


Skull Keeta One big skeleton, fast 
asleep in the Graveyard - play the 
Song of Awakening as an alarm call. 
Arrows slow him down, allowing you 
to reach him, slash him, and engage 
in battle. Use arrows to paralyse, then 
slash away to win the Captain's Hat. 


Skullfish Irritating Finny fellows who 
live beneath the sea. Use Zora Link's 
Magic Buzz as soon as you spot one. 


Skulltula Giant spiders that spin if 
you approach them. Take them out on 
the ceiling before they drop, or use 
arrows when they turn their backs. 


Snapper These are the spinning 
turtles who yell ‘Zagrab!’. They are 
best killed by diving into a Deku 
Flower, then launching just as they 
pass over your head. 


Snowhead Use Goron Link's roll to fly 


over the ramps, and bash your way 
through snowballs for bonus magic. 
Deal with the invisible Goron Temple 
Guard on the other side, and then 
follow the ice path to the top of 
Snowhead Temple. 


Snowhead Temple The first job is 
killing the White Poes, smashing the 
icicles, then pushing the big block 


forward as Goron Link. See off the 
White Wolfos beyond, then head right. 
Cross the chasm by rolling straight 
ahead on the ramp — you'll need 
magic ~ then take off your mask and 
leap over the gap towards the 
staircase and the Dungeon Map. 

Back upstairs, take the other door 
in the ramp room, then run across to 
the opposite door. Pull and push the 
blocks inside over to the far end of the 
room, then grab the small key from 
the chest you uncovered. 

Back in the big room, find the 
staircase that leads to the lava room, 
and use Goron Link to step on the 
floor switch you'll find within and nab 
the Compass. 

With the small key, unlock the door 
back in the White Wolfos room, and 
run straight through the next room to 
bomb the cracked wall opposite. Fire 
arrows at the ceiling icicles in the next 
room to break the ice blocks, then use 
the platforms to reach a big snowball. 
Punch it apart as Goron Link for 
another small key, which opens the 
locked door below. 

The next room is a puzzly one. 
Stamp on the circular switch as Goron 
Link to make a cylinder rise, then leap 
across to the other side, where another 
switch awaits you. Stamp on it, then 
quickly run, bash the first rising 
cylinder, then use the final cylinder on 
the Floor to reach the door (choke). 

You're now on a broken path. As 
Goron Link, roll over to the other side, 
then use the pile of snow to the left to 
roll around to another path. 

Again, roll to the other side to reach 
a door and Wizrobe. Defeat him to win 
the Fire Arrows. 

Head back to the lowest Floor of the 
big room (above the lava area) and 
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melt any ice you see with the Fire 
Arrows. Enter the door between two 
torches and find a room containing ice 
statues. Light all three torches here 
with Fire Arrows to unlock the far 
door. Head inside and use Goron Link 
to stamp the switch and raise the 
giant lift. 

Remember the ramp room? With 
the Fire Arrows, you can melt the 
three ice statues there and reach a 
small key. Now leap back over to the 
Dungeon Map room, stand on the 
central platform and use the Fire 
Arrows on the Eye Switch above to 
reach a first-floor door. Head through. 

Use the snow to the right to roll 
around the room, walk up the 
stairway, roll around again and head 
upstairs. Ignore the two Dinofols to 
reach a door at the end of the room 
and another Wizrobe battle. This time, 
the Boss Key is the reward. 

Run back to the lowest floor of the 
big room and Goron Punch the blue 
sections of the central lift. Head back 
upstairs and do the same with 
another two blue’slabs. 

Now, from the very top of the 
dungeon, fall onto the long pathway 
and punch through all the snowballs, 
enter the door, and roll over the ramp 
to the boss room and Masked 
Mechanical Bull Gyorg within. 


Soldiers The soldiers won't let you 
leave until you get rid of the Deku 
Mask. See also Clock Tower and 
Mask Seller. 


Sonata of Awakening Find your 
way into Woodfall, then stand on the 
Deku-daubed pad in the centre 
platform and play this melody to open 
Woodfall Temple. See Monkey. 


Song of Double Time Fast forward 
12 hours. See Scarecrow. 


Song of Healing Head to Great Bay 
Coast and play it to Mikau, the 
drowning Zora. 


Song of Inverted Time Speeds or 
slows time. See Scarecrow. 


Song of Soaring Transport to any 
owl statue. See Owl. 


Song of Storms Play this tune to 
Sharp in Spring Water Cave. See 
Beneath the Graveyard. 


Song of Time Use this to head back 
to day one at any time, saving 
important items but losing money, 
bombs, and so on. See Mask Seller. 


Southern Swamp You won't get far 
here until you've bounced over the 
lilies with Deku Link and reached the 
Woods of Mystery. 


Spiky Balls They blow up if you 
touch them, but fire arrows into their 
spiky bellies and you'll get rid of at 
least two out of a group of three. 


Spirit House At the top of the first 
ramp inside Ikana Canyon. Pay 30 
rupees and you get to play. The first 
three Poes are best dispatched by 
targeting and side-stepping until they 
stop spinning, then use a sword or 
arrows. For the last, use your Spin 
Slash, or Fire at each ghost in turn anc 
hope you hit the jackpot. Your prize: 4 
Heart Piece. 


Stalchild Chuckling kids with 
skeletons For bodies who live in the 
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Graveyard and the Oceanside Spider 
House. Kill them if you like, but wear 
the Captain's Hat and they'll lend you 
important advice. 


stock Pot Inn Frequented by the 
lovely Anju, who has plenty of items 
to offer. The Knife Room is through 
the middle door upstairs - grab 
money there when you've won the 
Room Key. See also Kafei. 


Stone Mask Fantastically powerful - 
just about every enemy will ignore 
you if you don this mask. See Shiro. 


Stone Tower Found through a door 
to the east of Spring Water Cave - 
don’t even think about coming here 
until you've managed to complete 
Ancient Castle of Ikana. 

First, leap across the three floating 
blocks. There’s a switch here, another 
on the higher platform (use the 
Hookshot) and another on the next 
highest platform. 

Use the Elegy of Emptiness to leave 
dolls of Normal, Goron and Zora Link 
on each, allowing you to leap across 
the next three floating blocks. 

Place dolls on all three ‘reset’ 
switches on the other side. Repeat the 
process of standing on a switch, 
creating a doll, and Hookshotting up 
to the next platform. Activate the 
three ‘reset’ switches after hopping 
over the third set of blocks. 

Just three switches left. The correct 
order to place dolls on them is right, 
left, then centre. Now you can jump 
across to Stone Tower Temple. 


Stone Tower Temple Part 1 Head 
left into a maze-like corridor and kill 
the Real Bombchus. There are four 


switches here — use a Goron Link doll 
on the biggest, Link and Zora Link 
dolls on two more, and place a small 
crate (which is hidden in the west 
corner) on the fourth. 

Bomb the furthest floor patch 
through the gate, then fall into the 
hole. Hookshot across to the map- 
containing treasure chest, then kill all 
four Armos for a small key. 

Climb the stairs to the locked door. 
As Zora Link, dive and head straight 
for the Dexihand — it'll chuck you over 
to a key-holding chest. Now kill the 
Dexihand, swim through the tunnel 
and rise to the surface. 

On the central platform, use the 
Mirror to dissolve the Sun Block at one 
end and grab the compass. 

Now run back along to the locked 
door. Use Goron Link to punch away 
the large circular pillar here, then 
shine plenty of light onto the central 
mirror, the left-hand mirror, and finally 
onto the far Sun Block. 

In the next room, use the Rising Air 
to float to a far platform, and the Garo 
Master room. Kill him to receive the 
Light Arrows, then follow the platform 
in the next room - killing the Hiploop 
as you go - for an Eyegore encounter. 
Destroy the Eyegore to reach the 
entrance again. 

Soar back to the Stone Tower owl 
statue, leave a doll on the left switch, 
then stand on the right and aim a 
Light Arrow at the red switch. Now 
cross the four blocks to reach... 


Stone Tower Temple Part 2 Head 
right and fire a Light Arrow at the Sun 
Block. Leap onto the left-most Rising 
Air as Deku Link to fly up to a 
platform, and Find the switch through 
the north opening. Press the switch 
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and then scamper back to grab a 
small key. 

The door is near the ceiling to the 
north-east - use the Rising Air again. 
In the next room, Light Arrow the red 
switch, cross the lava with Goron Link, 
then reset the room to carry on. 

In the next room, activate the red 
switch after each of these block 
pushes: two forward, seven left, two 
forward, two forward. Use the block 
to climb up. Wizrobe is beyond - kill 
him, then Hookshot up to the chest 
that appears. 

Float across the next room to a 
door in the northeast and a maze 
filled with Death Armos. Leave a doll 
on the switch inside, then grab a small 
key From the chest. 

Head back, and bash the spikes in 
the next room so you can rest half 
way across. Run to the end of the 
next corridor to fight Gomess - she'll 
give up the boss key. 

Almost there. Find the door in the 
south-east of the spikes room and 
jump to the Death Armos platform to 
activate a switch. Hookshot up to the 
ceiling chest, then run through the 
locked door for a second Eyegore 
battle. Grab the Giant's Mask, clear the 
next room by Hookshotting up to the 
ceiling chest, and enter the boss door 
for a Twinrova battle. 


Stray Fairies There's one of these in 
the Laundry Pool - leap off the bridge 
to grab it, then take it to the Fairy's 
Fountain in the north. You'll find more 
hidden in dungeons - take all 15 to 
the correctly-coloured Great Fairy for 
a smile-inducing prize. 


Sun Faces These sleeping yellow tiles 
can be woken with a Light Arrow. 


Sun's Mask This is what Kafei’s after 
inside Sakon’s Hideout. Sadly, it can 
never be yours. 


Swamp Shooting Gallery This is just 
off to the left as you wander along the 
road towards the Southern Swamp. 
For a perfect score, keep firing — 
arrows are unlimited. 2260 is a decent 


score to aim for. 


Swamp Spider House You'll find this 
on the ground floor of the entrance to 
Woodfall, just around the corner from 
where the boat drops you off. Here's 
the location of the spiders — you'll 
need to bomb the odd rock and create 
lifts from Magic Beans in order to 
reach them all: 

Central room ground floor: Inside 
pots at back-right; crawling in water; 
crawling on the near pillar; two inside 
dirt patches on ground floor walls 
(they will drop bugs underneath). 

Central room first floor: Crawling 
on back pillar; inside dirt patch on far 
wall; on far wall (use central flower). 

Crate-filled room: Inside crate on 
back wall (roll into it); inside crate on 
right wall: on top of central ramp (use 
lift); underneath first floor platform 
(use lift); behind torch on first floor. 

Golden room (bash switch here): 
Crawling on ladder; crawling on pillar; 
on wall (use lift); inside ceiling 
beehives (shoot at them). 

Tree room (use Golden Room lift): 
Five at top of tree (roll into it). 

Pot room ground floor: Two inside 
pots (roll into them); inside small pots. 
Pot room first floor: Crawling on 

wall; two inside ceiling beehives. 


Swamp Tourist Centre Just above 
the boat in the Southern Swamp. You 
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can't ride the boat here ‘til you rescue 
Koume in the Woods of Mystery to the 
west. See also Pictograph Box. 


Switches Shiny crystals that can be 
slashed, arrowed, Hook-shotted or 
bubbled to work. Most switches are 
timed, so beware. 


Sword Slash with B, spin-slash by 
holding B and letting go, or use 
targeting for a bigger stab (forward + 
A). Boxes and pots can be opened 
with your blade, too. 


T 

Tadpoles Appear after you've 
dropped seven Zora Eggs into the 
tank at the Marine Observatory. As 
Zora Link, bring out your guitar - 
you'll learn the New Wave Bossa Nova. 


Takkuri This ugly bird frequents the 
Milk Road end of Termina Field, and 
should be avoided at all costs. (And 
cost is the operative word.) He'll nick 
money, swords and bottles from you 
- although, if you're fairly confident, 
sword him a few times and he'll give 
up loadsamoney. 


Tatl Pay attention to what she says to 
you when she tingles. When you're 
targeting, you can do the same to 
garner useful hints. 


Telescopes One in the Bombers’ 
Hideout, another beneath the Pirate's 
Fortress; and a third inside the 
Curiosity Shop Backroom. 


Termina Field Wander around and 
pay attention to the pad rumbling if 
you're searching for holes. See the 
map, too, for chests. 


Tingle This fella sells both local and 
national maps. You can find him in 
North Clock Town, above Milk Road, 
floating over the road to the Southern 
Swamp, flying above the Marine 
Observatory, and also high above 
Ikana Canyon. 


Title Deeds Part of a trading game 
sequence — see Deku Scrubs. If the 

Scrub won't swap his title deed, try 
wearing one of the big three masks. 


Torches Light them with Fire Arrows, 
or —- more commonly - set a Deku 
Stick ablaze with an already-lit torch 
and carry it over. 


Toto Found inside Latte from 8pm 
every evening. Talk to him as all four 
forms of Link and play the tunes he 
teaches you. See also: Gorman. 


Town Shooting Gallery Tricky this - 
you'll need to avoid the blue Octoroks, 
so frantic tapping won't work. The 
prize is a Heart Piece, mind. 


Treasure Chest Shop The prize is 
always different in this East Clock 
Town exhibit - use the Bunny Hood to 
beat the clock every time. 


Trees Roll into them as Normal Link or 
punch them with your Goron Fists and 
you might just knock a few rupees 
from the branches - money does 
grow on trees. Oh, and there's a 
naughty man climbing the tree 
nearest the Observatory in Hyrule 
Field - knock him down to claim a 
juicy 40-rupee reward. 


Turtle Rises from the water near Zora 
Hall after you've played the New Wave 
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Bossa Nova to Lulu. Hookshot onto 
the trees you see on his back, 


Twinmold These twin worms are 
suspiciously easy to beat. Simply don 
your Giant's Mask, scamper after 
them and slash at their head and tails, 
over and over again. If you run low on 
magic, try Chateau Romani. After 


killing Twinmold, head back to the 
Clock Tower. 


Wart This is the bubble-laden eye, 
found in Great Bay Temple. Drop 
bombs beneath him to scatter a batch 
of bubbles, then slash them all - 
repeat this process until you can 
arrow Wart in the pupil. He'll dump all 
his bubbles — deal with them, then 
bomb the rushing eye apart. 


Wasps Ooh, they really smart, they 
do. Duck beneath your shield if they 
chase after you. 


Waterfall Rapids The race with the 
Beavers takes place here - find it west 
from Zora Cape, where you'll need to 
use the palm trees to Hookshot up to 
the top. - 


Water The Zora Mask makes 
travelling through this a cinch. In the 
Southern Swamp and beneath holes, 
you can scoop the water up with an 
Empty Bottle and use it in conjunction 
with Magic Beans to create lifts. 


Webs Swords won't break them 
apart, but you'll find that Fire Arrows 
or lit Deku Sticks will. 


White Boe Just like the Black Boes. 
But they're white. 
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White Wolfos Curiously, just like the | 
Wolfos. But white. 


Wizrobe This ghostly old man hangs 
around in temples, and ducks 
between purple floor tiles. Stand with 
the bow poised, wait for the rushing 
noise to stop, then quickly glance 
around and arrow him. When he 
starts flitting about the room like 
crazy, search for the most solid 
Wizrobe form and whack him with an 
arrow again to finish him. 


Woodfall Shortcut After disembarking 
from the boat, you'll find this just to 
the right of the entrance to the Deku 
Temple. Float upwards, enter the door, | 
use the mushrooms to reach the Owl, | 
then float across to Woodfall. | 


Wolfos Target, hold your shield aloft, 
then slash after he's swiped. 
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Woodfall Use the Woodfall Shortcut 
to reach here, then cross all the planks 
-L killing Hiploops and Mad Scrubs as 
you go - to reach Deku Flowers that'll 
take you to the central platform. Play 
the Song of Awakening to open 
Woodfall Temple, then float over. 


Woodfall Temple First, cross the 
chasm with the Petal Dive. Head east 
in the next room and float over to the 
door opposite. 

Inside, kill the Snappers to Find the 
-Dungeon Map. Back in the previous 
L room, float to the chest on the left to 

find a small key, and use it to unlock 

the door in the room after the chasm. 
Now push the block within once, then 
run around to the right and push it 
again — twice. 

Kill the Skulltula in the north-west 
corner, ignite a Deku Stick and run to 
light the torch on the opposite side of 
the room. Enter the newly-opened 
door for a battle with some 
Dragonflies. You'll receive a compass. 

Now head back out, ignite another 
Deku Stick and run up to the ramp on 
your left. Leap the platforms to burn 
the web, and climb the staircase to a 
dark corridor. At the end, light all four 
torches to open the next room. 

Float across the next chasm — kill 
the Dragonflies if you can - then 
stand on the switch in the next room 
to create handy shortcut ladders. 
Follow the first floor path through two 
doors for a battle with a Dinofol - the 
Hero's Bow is now yours. 

Outside, fire at the opposite Eye 
Switch and use the Deku Flower lift to 
reach another room, where a Gekko 
awaits. Finish him for the Boss Key. 

Now, back in the big room, shoot 
an arrow through the lit torch 
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towards the centre of the flower- 
shaped platform below. It'll lift up. 
Leap onto it, stand behind the centre 
flames and fire an arrow through it 
towards the torch in the northeast 
corner of the room. A new door will 
open to the final room. 

inside, follow the path of Deku 
Flowers to the left to reach the top of 
the room, then fire an arrow at the 
switch on the far right. The flames 
surrounding the Flowers in the centre 
will extinguish, allowing you over to 
the right-hand side of the room, anda 
yellow flower that'll take you all the 
way to the boss door. Shoot all the 
Skulltulas in the ceiling before you 
take the journey, mind. Now see 
Masked Jungle Warrior Odalwa. 


Woods of Mystery See Koume. 


Zora Cape You'll find this through a 
cave to the west of Great Bay Coast. 
Swim out to Zora Hall to the north 
from here, Hookshot across the trees 
to the north for the Fairy's Fountain, 
or head west to Waterfall Rapids. 


Zora Eggs Three of these are found 
at Pinnacle Rock, but you'll need to 
fight your way into the Pirate's 
Fortress to find the remaining four. 

Your first job is to climb up the 
central ladder - you'll find this 
simplicity itself if you have the Stone 
Mask. Otherwise, hide behind crates, 
shoot arrows from afar to temporarily 
drop the ladies, and then scamper up 
the ladder and through the door at 
the end of the area. 

Eavesdrop on their conversation at 
the window, then use your bow to 
shoot the wasps’ nest through the 
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bars in order to annoy the wasps and 
make Aveil's troops scatter. 

Head back outside, drop down to 
the right and enter the main hall, 
where the Hookshot lies within a 
Golden Chest. Zora Egg 1 is also in a 
tank here. Hookshot up to the plank of 
wood you see above it, then drop into 
the tank as Zora Link and scoop up 
the egg with a bottle. Deal with the 
Shell Blade if you can. 

Back outside, run to the northeast 
and Hookshot up to the posts on the 
first and second floors to reach a new 
room. Use your Stone Mask or hide 
behind the barrels to cross it, then kill 
the Pirate beyond to reach Zora Egg 2. 
Go back outside again and Follow the 
ground floor outside wall in an anti- 
clockwise direction. Hookshot up to 
the post in the west, then Hookshot 
up to the south. You'll meet another 
Pirate who requires dispatching. Then 
claim Zora Egg 3. 

The fourth egg is in the same area, 
but this time opposite the previous 
door - you might have to kill the 
guard here. You'll enter another guard 
room, meet another Pirate, and reach 
Zora Egg 4. Now take all the eggs to 
the Marine Laboratory. 


Zora Game Site Just to the west of 
Great Bay Coast. Use a Powder Keg, or 
stand back and boomerang the pots. 
Try with no cash. 


Zora Hall See Evan, Japas, Zora 
Stage and Pictograph Box. 


Zora Mask With this, you can swim 
through water, dive and leap from the 
surface, press R to kill enemies around 
you, and B and A alternately to sink 
and dive. Win it From Great Bay Coast. 


INDEX 

Amy. See Spirit House. 

Archery. See Romani’s Test. 

Beth. See Spirit House. 

Big Goron. See Goron Temple Guard, 

Boat. See Old Koume’s Boat Cruise. 

Chicks. See Cucco Shack. 

Chickens. See Cucco. 

Fearful House of Spiders. See 
Swamp Spider House; 
Oceanside Spider House. 

Female Pirate. See Pirate. 

Flames. See Fire. 

Giant's Wallet. See Oceanside Spider 

House; Curiosity Shop. 

Gorman Track. See Gorman 
Brothers. 

Goron Village. See Goron Shrine: 
Goron Graveyard. 

Grog. See Bremen Mask. 

Horse. See Epona. 

Horseback archery. See Romani’s 
Test. 

Items. See: 

Ocarina of Time 
Hero's Bow 
Fire Arrows 
Ice Arrows 
Light Arrows 
Bombs 
Bombchus 
Deku Sticks 
Deku Nuts 
Magic Beans 
Powder Kegs 
Pictograph Box 
Lens of Truth 
Hookshot 
Empty Bottles 
Bomber's Notebook 
Gilded Sword 
Mirror Shield 
Quiver 
Bomb Bag 
Jamming. See Japas; Evan. 
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Jo. See Spirit House. 
Land Title Deed. See Title Deeds. 
Little Girl. See Pamela. 
Maps. See Tingle. 
Masks. See: 
Deku Mask 
Goron Mask 
Zora Mask 
Fierce Deity’s Mask 
Postman’s Hat 
All-Night Mask 
Blast Mask 
Stone Mask 
Great Fairy’s Mask 
Keaton Mask 
Bremen Mask 
Bunny Hood 
Don Garo's Mask 
Mask of Scents 
Romani’s Mask 
Circus Leader's Mask 
Kafei’s Mask 
Couple's Mask 
Mask of Truth 
Kamaro's Mask 
Gibdo Mask 
Garo’s Mask 
Captain's Hat 
Giant’s Mask 
Mayor. See Mr Dotour. 
Meg. See Spirit House. 
Milk Bar. See Latte. 
Moon. See Inside The Moon. 
Mummy. See Gibdo. 
Murky Water. See Pinnacle Rock. 
Post Boxes. See Postman; Letter to 
Kafei; Letter to Mama. 
Post Office. See Postman. 
Seahorse. See Fisherman’s Hut; 
Pinnacle Rock. 
Skeleton. See Stalchild; Skull Keeta. 
Skull & Crossbones. See Pirate's 
Fortress. 
Slide. See North Clock Town. 
Songs. See: 


Song of Time 

Song of Healing 

Epona’s Song 

Song of Soaring 

Song of Storms 

Sonata of Awakening 

Goron Lullaby 

New Wave Bossa Nova 

Elegy of Emptiness 

Oath to Order 
Spring Water Cave. See Sharp. 
Stranded Zora. See Great Bay Coast. 
Thief. See Sakon. 
Wind. See Goron Temple Guard. 
Wooden Posts. See Posts. 


STUCK? 

Try these handy pointers to where 
you should be looking if you're 
befuddled at a certain point... 

e Stuck at the start? See Forest. 

e Stuck in the town? See Stray. Fairy; 
Clock Tower; Mask Seller. 

e Stuck outside town? See Southern 
Swamp: Woods of Mystery. 

e Stuck at the Deku Temple? See Inner 
Palace Garden; Bean Seller; Outer 
Palace Garden. 

e Stuck after Woodfall Temple? 

See Icicles 

e Stuck at Mountain Village? See Lone 
Peak Shrine; Goron Ghost; Goron 
Graveyard. 

e Stuck after Snowhead Temple? See 
Goron Powder Keg Shop: Milk Road; 
Romani Ranch. 

» Stuck with Epona? See Great Bay 
Coast. 

e Stuck at Great Bay Coast? See 
Pinnacle Rock; Pirate's Fortress. 

e Stuck after Great Bay Temple? See 
Garo’s Mask; Graveyard; Ikana 
Canyon. 
e Stuck at Ikana Canyon? See Sharp; 
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Beneath the Well; Ancient Castle of 
Ikana. 


* Stuck after Stone Tower Temple? See 
Clock Tower; Skull Kid. 


REALLY STUCK? 

Have some of this, then... 

HOW TO GET LOADS OF MONEY: 

e The Takkuri bird in Termina Field is a 
good source of money, though 
acquiring the 200 rupees it drops is a 
risky business. 

* In Clock Town, get the room key 
from Anju at about 1pm on the first 
day and enter your lodgings. Inside, 
you'll find 100 rupees. 

* Troll around Termina Field, seeking 
songs written on the walls (like 
underneath the Snowhead entrance). 
Play the song for a plate of cash. 

e Near one of the Zora eggs in Gerudo 
Lagoon is a room with four guards 
and a chest inside. Use the Stone Mask 
to find a silver rupee inside. 

e In Ikana Valley at night, kill some 
Blue Bubbles with a Light Arrow and 
they'll drop a handy 50 rupees each. 
Then they regenerate. .. 

* IF you trade the Ocean Title Deed 
with the Deku Scrub in Ikana Canyon, 
you'll receive a huge rupee in return. 
e After you get the heart piece in the 
shooting gallery in Clock Town, get a 
perfect score again and you'll win a 
Massive rupee. 

* Also in Clock Town, take a look in the 
chest hidden behind a bombable wall 
on the left as you enter the tunnel to 
the observatory. 

* Wearing the Bunny Hood on top of 
the Milk Bar, jump onto the sign above 
Honey & Darling's. Then go forward 
and right to a chest. 

* Hop on Epona and mow down the 


larger Dodongo in North Terminal 
Field for a 50 rupees reward. 

e In the evening of day one or two, 
visit the postman’ office to try his 
challenge - a win means 50 rupees. 
The Bunny Hood makes it easier. 

* Slaughter the Re-Deads in Ikana 
Castle wearing the Gibdo Mask, 
Captain's Hat or Garo’s Mask to 
improve the health of your finances. 
* At Romani Ranch, play Mamamu 
Yan's Doggy Racetrack game while 
wearing the Mask of Truth. 

* Inside the room marked ‘Employees 
Only’ in the Stock Pot Inn is a treasure 
chest containing a silver rupee. 


HOW TO FIND ALL THE BOTTLES: 

1. When you've got your ocarina back, 
head to the Woods of Mystery to find 
Kotake. Speak to her, then go back to 
the Potion Shop and speak to her 
sister. She'll give you some red potion 
in a bottle. 

2. Blow open the way to Romani 
Ranch with a powder keg before two 
o'clock on the night of day one. Speak 
to Romani and defeat the UFOs to get 
yourself a bottle of Chateau Romani. 
3. Defeat Goht, bringing spring to 
Snowhead. Next, find the Goron Races 
and win them. You'll be given a bottle 
of gold dust as a reward which you 
can use to upgrade your sword. 

A. In Great Bay, head east to the water 
past the pot-smashing game. From 
there, Hookshot up onto successive 
platforms. You'll find a pair of beavers. 
Beat them twice for an empty bottle. 
5. Complete the trading sequence that 
makes up the Anju/Kafei story. When 
you get Mama’s letter, give it to her 
yourself in the Milk Bar while wearing 
Kafei's Mask and she'll give you a 


ns 77 


FIND EVERYTHING IN MAJORA'S MASK 


bottle of Chateau Romani. 

6. On the final night, go into Ikana 
Graveyard. While wearing the 
Captain's Hat, enter the grave the 
Stalchildren are guarding. Help Dampe 
the Gravekeeper and beat the Big Poe 
to be rewarded with an empty bottle. 
And that's the lot! 


HOW TO UPGRADE YOUR KIT: 
SWORD 

Razor Sword 

Give 100 rupees to the blacksmith in 
Snowhead. This upgrade does double 
damage but lasts For just 100 hits. It 
takes a day to complete. 

Gilded Sword 

Follow the procedure for the Razor 
Sword, then give the blacksmith the 
gold dust you get from winning the 
Springtime Goron Races. Takes 
another day to do. 

Great Fairy’s Sword 

Find all 15 stray fairies in the Stone 
Tower Temple and take them to the 
Great Fairy. 


WALLET 

Adult's Wallet 

Get this wallet by depositing 200 
rupees in the bank in West Clock 
Town. It holds 200 rupees. 

Giant Wallet 

To get this, find all 30 Golden 
Skulltulas in the Great Bay Spider 
House on the first day. 


BOMB BAG 

Bomb Bag 

Buy this for 50 rupees in the Bomb 
Shop. It holds 20 bombs. 

Bigger Bomb Bag 

Prevent the robbery in North Clock 
Town at 12:30am on the first night. 


Then buy the bag from the Bomb 
Shop. Or simply buy it from the 
Curiosity Shop on the second day. It 
holds 30 bombs. 

Biggest Bomb Bag 

Give 200 rupees to the Akindo Nut in 
Snowhead and the nut will upgrade 
your Bigger Bomb Bag to one that'll 
hold 40 bombs. 


QUIVER 

Big Quiver 

Beat the highest score in Clock Town's 
shooting gallery or get a perfect score 
in the Swamp’s shooting gallery to 
win a quiver that'll hold 40 arrows. 
Biggest Quiver 

Simply beat the high score you set in 
Clock Town's shooting gallery. Holds 
50 arrows. 


HOW TO FIND ALL THE BOMBERS: 
1. In North Clock Town, look to the 
south-west corner. One little scamp 
can be found pottering about there. 
2. You'll find another in the north-east 
corner of the same area, skulking 
behind the slide. 

3. Climb up on top of the Milk Bar and 
one kid bomber will come flying down 
straight in front of you, holding onto a 
Cucco. Bless. 

4. In West Clock Town, one of the little 
blighters is to be found near the north 
end. You should be able to see him 
right out in the open. 

5. You have to enter East Clock Town 
from South Clock Town's middle 
entrance to make the last one coming 
flying down from above. 


HOW TO FIND ALL THE 

HIDDEN HOLES: 

You may well have found some by 
accident, but it's worth seeking 
them all out... 


Termina Field 

e There's one hole at the top of one of 
the tall pillars to the east of the field. 
Use the Deku Flower to get up there. 
Inside: Bombchus. 

e Near the boundary wall that lies 
between Ikana and the observatory. 
Inside: a heart piece. 

e Leave the North Clock Town gate and 
you'll find the next hole is very close 
by, on the right-hand side. Inside: Four 
Gossip Stones. 

e There's one right in Front of the 
observatory, outside the Fence. Inside: 
a piece of heart. 

e Another's in the south-east corner of 
the field, hidden in the long grass. 
Inside: 20 rupees. 

e Look beneath the hollowed root in 
the south. IF you're having trouble 
finding it, pay attention to the pad 
rumbling, or try using some bombs. 
Inside: cows. 

e There's another hole under the stone 
where you find Kamaro dancing, near 
the entrance to the Snowhead area. 
Inside: a heart piece. 

e When you're in the west, place a 
bomb near the boulder by the Great 
Bay entrance. Watch the Leevers while 
you're there, though. Inside: a piece 
of heart. 

* Beside the wall between Woodfall 
and Milk Road entrances. Inside: four 
Gossip Stones. = 

* The final Termina Field hole is north 
of the West Clock Town gate, beneath 
a large rock which you have to blow 
Up. (There are plenty of bombs dotted 
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about in the bushes nearby.) Inside: 
four Gossip Stones. 


Woodall 


` e Deku Palace, in the north-east corner 


of the gardens. Wear the Stone Mask 
to avoid détection by enemies. Inside: 
magic beans. 

e Southern Swamp, between the two 
big flowers north of the place 
entrance. Inside: 20 rupees. 

e Southern Swamp, to the south west 
of the tree with the heart piece. 
Inside: 20 rupees. 

e There's another hole in the Woods of 
Mystery, on the path that works on 
day two. Inside: 50 rupees. 


Snowhead 

e Look around on the path to the 
racetrack in the Twin Islands area. 
You'll need to do a Goron Roll to get 
up there. Inside: 20 rupees. 

* On the second of the Twin Islands, 
beneath an ice block. Inside: a very 
useful hot spring. 

e On the secret path to Darmani‘s 
grave in the springtime. You have to 
do this after Goht has been defeated 
because before Goht is dead, you 
won't even be able to get near that 
area. Inside: 20 rupees. 

* After the second ramp on the way to 
the temple. It's not very easy to spot 
at all. Inside: 20 rupees. 


Great Bay 

e Hunt around near the Great Fairy 
Fountain at Zora Cape, under a 
boulder. Inside: Bombchus. 

* By the cliffs near Gerudo Fortress. 
Look near the coastline. Inside: cows. 
e Round the back of the fisherman’s 


shop, you'll find a hold near the wall. 
Inside: 20 rupees. 
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Ikana 

« Have a shufty near the entrance to 
the shrine in the canyon. Inside you'll 
find some Bombchus. 

* On the kana Canyon Road, the 
second hole is between the fences, 
hidden under a bombable boulder. 
Inside: Bombchus. 

e Poke around at the back of the Ikana 
Graveyard, in the middle of a stone 
circle, fairly near to where the 
sleeping Skull Keeta is to be Found. 
Inside: yet more Bombchus. They're 
quite common in Ikana! 


HOW TO ANSWER ALL THE 
KEATON’S QUESTIONS 
CORRECTLY: 

At what time does Romani go 
to bed? 

8 o'clock. 


At what time does Romani 
wake up? 
6 o'clock. 


What is Tingle’s spell? “Tingle, 
Tingle...” what? 
Kooloo-Limpah! 


What tribe does Darmani 
belong to? 
Goron. 


Which weapon does Romani 
practise with? 
Bow. 


How many balloons does Romani 
use for practising? 
One. 


What tribe does Mikau belong to? 
Zora. 


What kind of instrument does the 
Skull Kid use? 
Flute. 


Once it’s completed, how tall 
will the Festival tower at the 
carnival be? 

Four stories. 


What is Anju, the innkeeper, bad 
at doing? 
Cooking. 


How old is Tingle? 
35. 


Is Tingle right- or left-handed? 
Right-handed. 


How many mailboxes are there in 
Clock Town? 
Five. 


How many cows are there in 
Romani Ranch? 
Three. 


What is the name of the song that 
Romani teaches Link? 
Epona’s Song. 


How many cow statues are there 
in Clock Town? 
Ten. 


What is the name of the lead 
singer of the Zora band? 
Lulu. 


What's the name of vintage milk? 
Chateau Romani. 


What is the nickname for Link at 
Romani Ranch? 
Grasshopper. 
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What is the name of the festival in 
Clock Town? 
Carnival of Time. 


What does the Bomb Shop owner 
call her mother? 
Mama. 


What is the name of Clock Town's 
mayor? 
Dotour. 


What is the name of Anju’s father? 
Tortus. 


What is the name of the 
Bombers’ leader? 
Jim. 


What colour are Tingle’s trousers? 
Red. 


Where does Cremia bring the 
milk bottles? 
Milk Bar. 


What is the name of the hotel in 
Clock Town? 
Stock Pot Inn. 


HOW TO FIND ALL THE 

HEART PIECES: 

Clock Town 

e Wear the Couple's Mask when you 
go to one of the Mayor's meetings. 
You'll make miserable old Dotour very 
happy if you do. 

* Give any paper item to the grabbing 
hand in the Stock Pot Inn's toilet. (Let's 
not ask for it back...) 

e Achieve a ‘Perfect!’ score in Honey 
and Darling's challenges on all 

three days. 

e Get another piece of heart by 


achieving a perfect score on all three 
days at the Deku Playground, North 
Clock Tower. 

e Answer the Keaton’s questions 
correctly - you can summon him by 
wearing his mask and slashing the 
strange bushes. 

e Get the Moon’s Tear by looking 
through the observatory telescope, 
and give it to the Akindo Nut. 

After that, use the flower you get 
there to reach the heart up on the 
Clock Tower. Alternatively, you can 
climb up the side of the Clock Tower 
as normal Link. 

* Jump to the tree from the slide and 
pillar in North Clock Town. 

e While you are wearing Kamaro‘s 
Mask, dance for the twins at 6pm on 
either day two or three outside the 
Lottery Shop. 

e Save a hefty 5,000 rupees in the 
Clock Town Bank. 

e Listen to Anju’s grandmother's First 
story while wearing the All-Night 
Mask, and answer the simple 
questions she asks. 

e Examine any mailbox while you're 
wearing the Postman’s Cap. This will 
only work once, mind, there’s not an 
unlimited supply of pieces in the post. 
e Say you don’t know the answer to 
the question Anju’s grandmother asks 
after her second story. 

* Beat the Swordsman’s School test 
using only jump attacks. 

* Achieve a perfect score at the town 
shooting gallery. Believe us, it’s not at 
all easy to do. 

e Talk to the postman when he’s in his 
little office and then beat his ten- l 
second challenge. 

e Playing as Goron Link, successfully 
reach the end of the game in the 
Treasure Chest Shop. 
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Termina Field 


* Talk to the Akindo Nut when you 
meet him in town, then watch him 
through the observatory telescope as 
he flies into a secret hole. Have 100- 
150 rupees handy to buy the heart 
from him. 

* During the daytime, find and defeat 
the Pea Hat. 

e Kill the two Dodongos down in the 
hidden hole near Snowhead. 

* Once you've beaten the Bio Deku 
Babas outside the Great Bay, shoot 
down the beehive. 

e While you're down in the Gossip 
Stone holes, as Goron Link change 
them all to the same colour using the 
Goron Lullaby. 


Woodfall 

e Rescue Koume and clear the Temple, 
then play Koume’s game and score 
over 20 at it. 

e Have a search around the north- 
west corner of the Deku Palace 
gardens for another chunk of heart. 

e Take the title deed to the Akindo Nut, 
and then use his flower to reach the 
heart piece. 

+ On the road to Southern Swamp, kill 
the Bad Bats then climb the vines to 
the treetop. 

e You'll find another heart piece on an 
island somewhere off to the left of the 
Woodfall entrance. 

* Achieve a perfect score after you win 
the big quiver at the shooting gallery. 
* Give the tourist information chap a 
picture of the Deku King before 
Woodfall is clear. 


Snowhead 

e When the dungeon’s completely 
clear, use Don Gero’s Mask to call 

together the five frogs from Clock 


Town, Woodfall Temple, Southern 
Swamp, Mountain Village and the 
Great Bay Temple. 

e Dungeon done, swim to the chest in 
Twin Islands. 

* Give the title deed to the Akindo Nut, 
then use his flower to reach the ledge 
high above. 

e When on the path leading to the 
temple, after you've passed the 
second ramp use the Lens of Truth 
and you will Find a platform. Now play 
the Scarecrow’s Song and it'll give you 
something to use your Hookshot on to 
reach the platform. 


Romani Ranch 

e Use the Mask of Truth to reveal the 
Fastest dog on the track, then bet 
some dosh on it. You have to win over 
150 rupees to get the heart. The 
winning dog will say things like “l'm 
here for my wife and child! There’s no 
way I can lose!”, “Today | feel | can 
win!” and “Yeah, | feel unstoppable. | 
don't think I'll lose!” 


Great Bay 

e Feed the four bottled fish to the 
aquarium fish at the weird research 
lab. Poor fishies. 

* In Mikau's loft, read his journal then 
go next door to jam with Japas. Play 
the results of the session to Evan as 

a human. 

e Kill the Like Like at the bottom of the 
waterfall in Zora Cape. 

e Give a picture of any female Gerudo 
pirate to the Great Bay shopkeeper in 
exchange for a Golden Seahorse. Take 
this Golden Seahorse to Pinnacle Rock 
and beat the eight Deep Pythons. 
Next, release the seahorse when its 
mate appears. 

e When the dungeon’s clear, play the 
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fisherman's jumping game. Get in the 
boat to the five islands in the North of 
Great Bay. Score 20 or more to win the 
heart piece. 

* In the sewers that grant you access 
to Gerudo Fortress, break the barrels 
covering the switch to the locked cage 
as Goron Link. Then quickly run (or 
roll, if you prefer) down the slope into 
the cage. 

e In Zora Hall, give the title deed to the 
Akindo Nut and then use his flower to 
reach the heart piece that's otherwise 
off-limits. 

+ Standing at the cliffs by the fortress’ 
entrance, use the Hookshot on the 
pillar nearest the wall between the 
bay and the lagoon. Use a magic 
beam and then the Scarecrow's Song 
for a way to reach the heart. 

+ Wear the Captain's Hat to talk to all 
the skeletal Stalchildren in the Spider 
House, then shoot the shields in the 
order they tell you to and a heart 
piece will be yours. 

+ After you've won an empty bottle 
from the Beaver Bros at Waterfall 
Rapids, defeat the critters again to get 
a heart piece. 


Ikana 

e Find the shrine on the left as you go 
into kana, and head behind the 
waterfall to enter it. You have to use 
Light Arrows to get into the shrine 
itself and slay all the horrible gribblies 
you find within. 

* When you're inside the Ancient 
Castle, use the Mirror Shield to enter 
the grounds. Get to the thin ledge on 
the upper level. Shoot the crystal 
switch with your bow and then use 
the flowers on the pillars to get to the 
heart piece. 

e Wear the Garo Mask to get into the 


canyon, then go right and give the 
appropriate title deed to the Akindo 
Nut near Sakon's Hideout. Now use his 
flower to reach the heart. 

e In the village, quickly beat the four’ 
phantasmal Poe sisters in the Ghost 
Hut. Accurate use of the bow is 
essential at this point. 

+ Wear the Captain’s Hat at the 
graveyard on the second night. If you 
ask them to, the Stalchildren will 
gladly open the grave for you — inside, 
use the Lens of Truth to find the 
passage to the Iron Knuckle which you 
have to kill. Dodge his blows then 
strike quickly. 


Moon 

* When you're in the Goron Hide-and- 
Seek Dungeon, keep rolling through 
the turn that comes after the wiggly 
S-bend, then along the narrow 
section. Bounce left off the chests to 
soar through the air, then stop rolling. 
The piece is ahead. 

* In the Zora Hide-and-Seek Dungeon, 
jump into the water and go left, right, 
left and finally left again to emerge in 
a room with a Gossip Stone. Behind 
the Gossip Stone there’s a heart piece. 
The tunnel out of the room leads you 
back to the beginning. 

* In the Deku Hide-and-Seek Dungeon, 
leap onto the rotating platform, then 
onto the next spinning one. Time your 
next jump to avoid the spikes. Then, 
jump onto the still platform with the 
heart piece. 

e In the Link Hide-and-Seek Dungeon, 
defeat the Iron Knuckle and get the 
Bombchus. Use them on the crack in 
the right-hand wall and they'll explode 
to reveal a target, and the target 
opens the door to a room containing 
a heart piece. 
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HOW TO DEFEAT THE DUNGEONS IN 


THE LEGEND OF ZELDA 
THE WIND WAKER 


PLUS BONUS ITEM GUIDE 


The latest in the Zelda saga takes the Form of a brilliantly 
polished interactive cartoon. Set 100 years after Ocarina of 
Time, The Wind Waker sees Rinkydink — well, a small elf- 
boy impostor in a green costume who looks a bit like The 
Dink — setting sail on the old briny after his little sister 

gets kidnapped by a giant bird. You'll never guess who's 
responsible... Anyway, there’s no denying it’s one of 
the best-looking games Nintendo have made, and 
we're quite happy to let two or three gameplay 
niggles (such as, say, the interminable sailing 
sections) go for the sake of such a work of art. It's 
just... so... beautiful (sniff). 
Aaaaaaaaahhhhhhnh... Since it would take 
forever to describe the whole game in intricate 
detail, we've dissected and chewed up the 
most difficult parts of The Wind Waker - 
namely, the second to fifth dungeons — 
and spat out a gigantic, phlegmy 

wad of semi-digested tips 
goodness onto these very 
pages for you. Have fun... 
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FOREST HAVEN 

Once you're inside, head up the right- 
hand path, and through some Green 
Chu Chus, to get the Dungeon Map. 
The one door in here is blocked by 
some kind of tentacled monster. To 
defeat it, cut down the walnut-looking 
bush along the left side of the cavern, 
then pick it up, and toss it at the 
creature's eye. 

Head through the door, drop down, 
and defeat a couple of plant monsters 
to get some handy Deku sticks. If you 
stand in the right place, you can 
defeat the tentacle monster that’s 
attached to the treasure chest down 
here by throwing the Deku sticks 
straight into its open eye - you'll 
obtain a Knight's Crest. 

From the ground, use the Baba 
Buds to launch yourself, then glide 
from bud to bud. At your next ledge, 
dispatch the Chu Chus before using a 
Bomb Flower to dispatch the next 
door's guardian. (From this point you 
can use the nearest Baba Bud as a 
starting point to get to a higher ledge 
all the way across the cavern, where 
you'll find a treasure chest you can’t 
open yet, which contains a Treasure 
Chart. From there, you can work your 
way back around the area to some 
hidden rupees, and you'll find an 
adjacent ledge containing a flytrap, 
another Chu Chu, and an urn 
containing a Joy Pendant.) 

Moving on, the next room contains 
some fluttering bulbs and a couple of 
plant monsters. To deal with the 
former, dizzy them with a blast of 
wind, then slash them while they're 
dazed; you may earn a Golden 
Feather for your trouble. Kill the 
rearmost plant to reveal a Baba Bud: 
use it, and its Baba brethren higher 


up, to ascend to the next door... 
which turns out to be blocked. Bah. 

Hit the nearest windmill with a 
wave of the leaf to bring a tram over 
to you. You may use it, and further 
judicious applications of wind power, 
to ferry yourself across the room, 
where a walnut is boarded off. Break 
through the boards, pick up the 
walnut, use R to drop it on the 
platform, and ferry yourself back 
across to destroy the door guardian. 

Some spiked tentacles guard 
another precious walnut in the next 
chamber, but use the Deku Leaf to 
blow the walnut Free of its confines. 
Now, destroy yet another tentacle 
beast with nutty goodness, and go 
through its door. 

Make your way around the path to 
your right, and use your Grappling 
Hook to reach the next ledge. Once 
there, hop carefully across the mobile 
platforms, uproot the walnut near the 
locked door, and, with it in hand, hop 
from its perch to the central, hollow 
stump. From here, it's but another 
leap to another tentacled-shut door, 
and its liberation via ballistic proteins. 


SPIKED LINK 
The next hall is Full of little black spiky 
critters, who live to attach themselves 
to Link and thereby screw up any 
important jumps he may have to 
make in the near future. Their chasm 
holds a Yellow Rupee. Make your way 
through them to the door at the end 
of the hall, where a maze awaits. 
Countless tentacles also await you 
just underneath the surface of this 
room, and will burst through the floor 
when you get close. Walk, don’t run, 
and you'll be fine. To the left, when 
you enter, you'll be able to wend your 
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way through the tentacles to find a 
Bomb Flower and a securely boarded 
entrance. Use the flower to blow open 
said entrance to find this dungeon’s 
Compass, then toss a second flower 
over the tentacles between you and 
the nearby ledge. You'll blow open a 
second gate, inside which you'll find a 
Small Key. Investigate the urns on high 
ledges in this room to find a Joy 
Pendant; if you have the patience, feel 
Free to exit and re-enter this room, 
which will cause the urn with the 
pendant in it to regenerate, so you 
may claim as many as you like. 

With key in hand, go back through 
the hallway to the large round room, 
and unlock the door near the walnut. 
Through it is another lift, though you'll 
have to destroy a couple more of the 
propeller-driven bulbs before you can 
travel without irritation. 

The next door brings you to a 
larger room with two layers of canopy 
above your head. What with black 
bulbs, plant monsters, and a new 
breed of large black beetle (strike at its 
eye), this area can be deadly if you're 
not cautious. Use Baba Buds to climb 
up. There's only one door at the top of 
this room that can be opened at the 
present time; do so. 


BOSS 

Green Butterfly 

It’s not much to speak of. The 
butterfly is essentially a black beetle 
with wings; it likes to occupy your 
attention by firing gouts of little spiky 
creatures at you, then follow up with 
a jet-powered dive. You can counter 
the dive with a few good sword 
swings — the charged roundhouse 
swing (hold down B) works well here 
- or dodge it and hit it while 


recovering. Once you've hacked off its 
wings, a few more shots will settle its 
hash for good. 

Defeating the butterfly opens the 
wooden gate opposite the one you 
entered through, letting you claim the 
invaluable Boomerang. You'll find the 
Boomerang to be a useful tool. Not 
only will it enable you to hit distant 
targets — such as the two tentacle 
monsters guarding the door you 
passed on the way in here — but it can 
sever tentacles (which will prove 
handy in a moment), instantly 
dispatch plant monsters and the 
boomerang will even slice the 
propellers right off black bulbs. 


REPLACEMENT BULBS 
Use the Boomerang to hit the two 
crystal switches above your entrance 
door, thus enabling you to leave. Once 
back in the canopy room, dispatch the 
regenerated bulbs and the monsters 
guarding the opposite doorway, then 
open the next door. Clear out the 
dangling bulbs with the Boomerang, 
so you can glide to the ledge across 
the room and its treasure chest (which 
contains a Joy Pendant). 

The next door brings you back out 
to the old, familiar round room that 
serves to link up much of this 
dungeon. It's time to do some creative 
dungeon remodelling. 

Lock on to all five blue cords that 
hold the large hollow stump aloft, and 
sever them all at once with the 
Boomerang. This will drop the stump 
through the floor at the bottom of this 
area, which in turn will enable you to 
access a hitherto-unexplored part of 
the basement. Fearlessly jump down 
after the stump, trusting to the 
stagnant pool of foetid water it landed 
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in to break your fall, and exit via the 
handy door. 

Use your Boomerang and sword to 
dispatch all opposition, and take the 
right-hand path. This leads to an open 
area where you'll find another flower 
held aloft by vines attached to the 
ceiling; again, sever them to drop the 
blossom into the water. (IF you want 
the treasure chest across the room, 
use the blossom as a stepping stone 
first. It contains a Yellow Rupee.) 

Once at ground level, use the 
blossom as a stepping stone so you 
can pitch a Bomb Flower at the 
fenced-off door. Enter. 

This area consists of a hollow 
stump with a chest inside, secured by 
a locked gate and guarded by plant 
monsters and propeller bulbs. Destroy 
all the plants to reveal a Baba Bud, 
then hop up to the highest ledge. You 
can bring the platform to you by 
activating the nearest windmill, but 
you'll have to propel yourself back- 
along the tram cord with the Deku 
Leaf. You'll find a Bomb Flower. 
Toss it into the hole on the roof of 
the hollow stump to destroy the 
tentacle monster inside, thus 
securing a Treasure Chart. 

Return to the waterway and climb 
onto the blossom. Use your Deku.Leaf 
to propel your impromptu raft along 
the waterway and around the corner. 
From the top of the hollow tree, lock 
on to each white crystal with your 
Boomerang. A toss should hit all five 
of them, and open the wooden gate. 
Claim the Big Key, try to leave... 


BOSS 

Big Moblin Duo 

...and meet your hosts. 
You have a lot more room 


to duck and weave here than you did 
atop Dragon Roost. Get some 
distance, stun them both with the 
Boomerang, and lay into them while 
they're dazed. 

The defeat of the Moblins, besides 
being worth a pair of Skull Necklaces, 
opens another gate overhead. Use 
your Grappling Hook to access it. You'll 
find yourself overlooking the forked 
path from earlier. 

Retrace your steps to the large 
white blossom that you saw fit to 
drop through the floor, and activate 
the nearby windmill with the Deku 
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Leaf. You may use the resulting 
updraught, in conjunction with the 
Deku Leaf and a handy Baba Bud, to 
travel back up a floor. Smash open 
one final door with the Boomerang. 
Defeat a pair of beetles for a Joy 
Pendant. The boss awaits, but you 
may wish to smash some of these dry 
honeycombs open first; several 
contain rupees, -and one holds a fairy. 


BOSS 
Plant Monster 
This will take a bit of time and care. 
Use your Boomerang to sever the 
cords that attach the creature to the 
ceiling, while dodging its mostly 
inaccurate tentacle swipes. Don’t stay 
in one place. When it falls to the 
ground, run forward and slash at its 
exposed head, though if you're still 
inside it when it closes again, it'll cost 
you a Heart. Three or four good 
ground combos should slay the 
monster, freeing its captive and 
earning you another Heart Container. 
Teleport back to the Deku Tree, and 
it'll give you Farore’s Pearl. On your 
way back to your boat, be sure to 
check the mailbox for a Piece of Heart, 
courtesy of Kamoli’s Father. 


TOWER OF THE GODS 
Using the slow Cruise option (hold R), 
enter the cavern ahead. In the lower 
right-hand corner of the room, as per 
your map, you'll find a room with 
three crates on the floor, and several 
crumbly-looking walls. Move the 
crates around (Grab them with R, then 
shove or pull as required) so you can 
use them to reach the crumbly parts, 
then bomb them. You'll find the 
Dungeon Map and a Joy Pendant. 
Now Cruise over to the upper-right- 


hand corner of the room, where you'll 
find a ledge to climb onto, water level 
permitting. Once there, drop a statue 
onto the glowing tile on the floor to 
unblock the next gate. 

Through there, you'll find a long 
hallway with a rain gutter as a 
centrepiece. Jump down into the 
gutter when the water level recedes, 
grab a box, and drop it onto the 
glowing floor tile. This will create a 
light bridge, but it'll only exist while 
the gutter’s empty. Climb back out of 
the water, wait For the water to 
recede, and run across the bridge to 
the other side of the gutter, where a 
statue awaits. Pick it up, run back 
across the bridge, and put the statue 
into the centre of the gazebo outside. 
This raises the next gate. 

At the end of the hallway beyond 
said gate, drop a couple of statues on 
a couple more tiles to release another 
lock. This room's a little trickier; get 
down into the lowered section of the 
room, and use the R-button to grab 
and shove the large crates into a 
straight line, so you'll be able to hop 
across them to the unlit torches on 
the Far side of the room. Once you've 
done so, shatter one of the urns and 
grab a Deku stick. Light its end, hop 
across the crates, and light the torches 
on the other side of the room. You'll 
receive a Small Key. 


DAMBUSTERS 

Back outside, bomb the west wall of 
the waterfall room with the boat's 
cannon, to find a hidden passage. You 
can unlock the lower of the two doors 
here with your new Small Key, where 
you'll Find a number of electrified Chu 
Chus. Smite them all - stun with the 
Boomerang, stab with the sword - 
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and a staircase of light will rise from 
the centre of the room, allowing you 
to abscond with another statue. 

Plug the statue into the gazebo at 
the top of the nearby stairs, as before, 
to redirect the waterfall and reveal a 
new exit. Before you do that, though, 
turn around and go through the door 
across from the gazebo. You'll 
encounter a new type of enemy, a 
flaming skull (you can blow them out 
momentarily with the Deku Leaf), and 
find the Compass. (Come back later 
with your bow, and shoot the eye on 
the wall to get a Treasure Chart.) 

Now go and check out the area 
behind the waterfall. Here, you'll need 
to ferry a couple of statues across an 
area guarded by a laser sentry. Wait 
until the glowing orb above the statue 
has rotated to one side, then make a 
mad dash past the other. Place both of 
the statues you're moving on the 
glowing tiles, then step on the third 
statue to activate an elevator. 

Ride up to the next door. This area 
features blacked doors on two sides 
and a fourth marked with a glowing 
red seal; we'll call this the temple 
room. Exit via the latter and ride the 
elevator across the gap. 


STONY AND THE BRIDGE 
Run across the light bridge and check 
the black plinth on the floor. You'll 
meet a creepy friend, who we'll call 
Stony the Statue. He'll follow you until 
you leap across a gap or pick him up. 

Using the narrow path underneath 
the light bridge, walk back to the 
entry door, then pick Stony up. Hop 
across the gap, go through the door, 
then with Stony still in hand, use the 
elevator to get back to the temple 
room. Stony will reveal a new 


monolith. Check it to learn the 
Command Melody. 

You've opened the next door. Head 
through it and use the Grappling Hook 
to swing across the gap, but carefully; 
if the Flaming skulls are a problem, put 
‘em out with a blast from the Deku 
Leaf. Open the door across the gap, 
and, inside, swing across the gap. 

Press R to coax Stony’s cousin 
Rocky down. Step on the nearby floor 
tile, then use the Command Melody to 
take control of Rocky. Bounce him 
across the light bridge, then change 
back to Link and follow Rocky using 
the Grappling Hook. Pick him up and 
open the door again, then use him to 
activate the glowing floor tile. 

Glide to the freshly opened door at 
the side of the gap. Inside, there's a 
special friend waiting for you... 


BOSS 

Knight 

The knight is, at least at the beginning 
of your bout, immune to any frontal 
attacks that you make. Circle and use 
the counter-attack move to knock off 
his breastplate. Now you can punish 
him with ground combos, knocking 
away his shield and sword until he’s 
near-helpless. 

Beating the knight is worth another 
Knight's Crest and the Hero's Bow. 

Outside the knight's chamber, hit 
the eye on the wall with an arrow. 
This will activate a pair of elevators. 
Swing back across to where you left 
Rocky, then pick him up and use the 
elevators to ferry him back to the 
temple room. 

You stone pal Rocky's arrival 
unlocks the last barred door. Head 
through it and dispatch a couple of 
pesky bats with your Boomerang. 
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Jump down onto one of the platforms 
suspended by chains, and to the 
adjacent door, 

Welcome to the wonderful world of 
elevators. You'll want your Deku Leaf 
in hand in case you fall, or to put out 
any skulls that get too close. Use the 
elevators to ascend to the top of the 
room, with your bow in hand to 
activate eye-shaped buttons. This will 
eventually bring you to a chest that 
contains a Small Key; you can also hit 
a third eye switch, above the door you 
came in through, to reveal a chest 
that contains a Joy Pendant. 

Return to the previous room. Climb 
the ladder back up to the door you 
first entered through, and use a 
couple of the statues here as 
counterweights. Put them onto one of 
the platforms, and the other won't 
lower when you hop on. In so doing, 
you'll be able to jump the gap and get 
to the locked door on the other side. 

Another statue - let's call this one 
Mike, ‘cos we've run out of punny 
names - is waiting for you on the 
other side of a laser Fence. (The 
medieval veneer of this game is 
starting to crack.) Climb the tall block 
in the centre of the room, leap off, 
and use the Deku Leaf to glide over 
the lasers. Call Mike down, then use 
the Command Melody and run him 
through the lasers to the glowing 
floor tile that deactivates them. 

Back by the chain platforms, a new 
fireball-chucking enemy, a wizard, has 
arrived. Deal with him via time- 
honoured anti-teleporter tactics, then 
counterweight one of the platforms 
and hop across them with Mike the 
statue in hand. 

Mike's placement will activate a 
teleporter at the centre of the temple 


room. Enter it, and you'll be | 
transported to the third floor of the 
temple. Once again, carry a couple of 
statues across the room to two of the 
three glowing floor tiles, and stand on 
the third to drop the laser fence. The 
chest behind it holds this dungeon's 
Big Key. Taking it causes the statues to 
animate. Destroy them both by hitting 
their eyes with arrows, then slashing 
the glowing jewel on their backs while 
they're stunned, and the gate blocking 
the northern door will rise. 

The stairs to the boss are guarded 
by several laser sentries and a couple 
of birds. The rotating orbs can be 
dealt with by simply rolling past as 
fast as you can, whereas the fixed 
orbs must be shattered with an arrow 
while they're firing. At the end of the 
stairs, you'll find the boss’ door; one 
of the jars contains a fairy. 


BOSS 

Giant Head, Hands 

The toughest fight so far - not that 
that’s saying a hell of a lot. This will 
test your aim with the bow as well as 
your patience. When the fight begins, 
the hands do the bulk of the fighting, 
attempting to crush you from above 
as well as sweep you into the room's 
electrified gutter. Don’t let them do 
the latter; you'll take at least three- 
quarters of a heart's worth of damage 
before you're able to climb out. 

Get out your bow and, between the 
hands’ attacks, tag their eyes with two 
arrows each. This stuns them and 
makes them go limp, but an arrow hit 
only ‘counts’ if the pupil was visible. IF 
you can stun them both at the same 
time, the head will come into play. 

The head fires a gout of flame from 
its mouth, which can be avoided via 
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cautiously using the A-button 
somersault as a dodge roll. If it 
connects, it'll do damage, and will 
probably knock you into the ‘gutter’, 
After its flames die down, target its 
open red eyes with arrows and fire. 
When it's stunned, its mouth will open; 
pitch a bomb in there. IF you run out 
of arrows, wait and the statue head 
will drop a bundle onto the battlefield. 
Victory will net you a Heart 
Container, as is de rigeur, and teleport 
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you to the bell tower. At the top of the 
tower, grab the ringer with your 
Grappling Hook. 


EARTH TEMPLE 

Use the Ballad of Gales to teleport to 
Mother and Child Island, in the 
northwest corner of the map. You'll 
encounter the ‘queen of all Fairies,’ 
who'll give you the ability to use fire 
and ice arrows. 

From there, head to Fire Mountain, 
one square south of Dragon Roost 
Mountain; it’s the volcano, not the 
large cylindrical mountain visible from 
nearby. From your boat, shoot an ice 
arrow into the plume of fire atop the 
volcano, which will clear the way. You 
now have five minutes to climb all the 
way up to the mountain's summit, 
drop in, jump across the platforms in 
the lava, kill both centipedes, and 
acquire the Power Bracelets. Lift the 
massive statue head to clear your 
escape route. 

Thus equipped, head to the 
southern marked destination on your 
Sea Chart, one square east of Outset. 
Pick up the statue head on the beach 
and walk on in. 

Inside, check the plinth and play its 
tune to learn the Earth God's Lyric. 
You'll make the acquaintance of 
Laruto, whose nose should give you 
all the clues you need to find his 
successor. Go back to Dragon Roost 
Mountain. Medli’s on the second-floor 
balcony; you'll need a favourable wind 
and the Deku Leaf to reach her Play 
her the Earth God's Lyric. 


UNCHAINED MEDLI 

With Medli in tow, return to the Earth 
Temple and play the Earth God's Lyric 
in front of the plinth From which you 


learned it. You'll enter the Temple. 
Remember, while you're in this 
temple, pressing R will call Medli, and 
you can take control of her with the 
Command Melody. 

You can also pick her up and jump 
for an effect not unlike gliding. Do so 
in the first room to reach the exit 
door, then pick her up again once you 
land. Unless you're carrying Medli, she 
won't come through doors with you. 

Send Link out ahead to kill off a trio 
of large Moblins, then pick Medli up 
and go to the top of the stairs. Jump 
off the top of the stairs with her in 
hand, and she can fly you to one of 
the switches atop an adjacent 
pedestal. Move Link onto the switch, 
then use the Command Melody and 
fly Medli over to its twin on the other 
side of the room. Hey presto: the 
door’s open. Exit. 

The next room's a popular Chu Chu 
hangout. Deal with most of them in 
your accustomed fashion, then lure 
the annoying purple ones into the ray 
of sunlight to turn them to stone. 
After that, a whack with the Skull 
Hammer will destroy them. Medli, if 
you take control of her, can reflect the 
sunlight with the surface of her harp. 
Press A to fine-tune it, and shine it 
onto the ‘cloaked’ treasure chest to 
get the Dungeon Map. 

The next room holds two rays of 
sunlight and a large objet d'art that 
you must completely ignore for now. 
Instead, use a ray of reflected sunlight 
to reveal the switch concealed by the 
purple smoke, and send Link down to 
hammer it. Once you're through the 
door you just unlocked, smash a 
couple of Flaming skulls, then climb a 
handy ladder and pull the large 
granite block there to bring in some 
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more sunlight. As Medli, reflect the 
sunlight to reveal the cloaked chest (a 
Small Key). 

Unlock the door in the smoke-filled 
room with your new Key. One of the 
tapestries on the wall has sunlight 
shining through it. Tag the tapestry 

_ with a fire arrow to burn it away. 
Now, dispatch all non-purple Chu Chus 
via crowd-pleasing violence, and lure 
the others into the sunlight. When 
they petrify, pick them up and use 
them to trigger the two switches, to 
create a staircase nearby. Run up it 
and push the block off the edge to 
open the next gate. 


DARKNESS AT NOON 

The next room is guarded by a black 
pool of darkness; step into it, or get 
grabbed by the arm that emerges 
from it, and you'll be taken back to the 
smoke-filled room. Wait for the arm to 
appear, and hit it with your sword or 
fire arrows to destroy it. (IF Medli gets 
captured, she'll wind up in a cell 
suspended above the entry door to 
the smoke-filled room; just take 
control of her and fly her out.) 

Now, push the closest granite block 
against the wall to let some sun in, 
then stand Medli in the sun and reflect 
sunlight against the statue on the 
nearby block, as well as the labelled 
walls on either side of her. Push the 
remaining blocks to the other end of 
the grooves. A gate opens to reveal a 
chest that contains the Compass. 

Pick Medli up and Fly across the 
room. Leave Medli behind, climb up, 
and venture forth alone. The next 
door leads to a donnybrook with two 
big Moblins and a few new enemies, 
ghosts that'll possess you to screw up 
your controls. Just wait them out if 


you can afford to, or climb up the 
nearby ladder into the sunlight to 
dispel them. Destroying all enemies in 
here will reveal stairs going up, 
leading to the only unlocked door. 
Drop down into the crypt to fight a 
trio of zombies. The Small Key you 
need is in one of the sarcophagi, and 
victory here will lower an escape 
ladder. Backtrack and unlock the door. 


BOSS 

Skeleton Warriors 

You can attack the skeletons all day if 
you really want to, but it won't do you 
any good unless you smash their 
skulls. They're also very dangerous; 
one good swing from them can cost 
you a heart. Instead, if you have 
bombs, use them to scatter the 
warriors’ bones, then hit their skulls as 
they ineffectually hop around. Victory 
will allow you to reach the Mirror 
Shield in the middle sarcophagus. 

Draw your sword and hold down 
the R button. While doing so, you may 
aim reflected sunlight at the sun glyph 
above the door. 

Backtrack to the smoke-filled room, 
stopping en route to collect Medli. Use 
both characters to reflect sunlight 
onto the giant gadget until it takes on 
the appearance of a smiling, yet 
terrifying, sun. This will reveal stairs. 

When you reach the rope bridge, 
use the Deku Leaf to temporarily 
extinguish the smoking skulls, then hit 
them while they're dormant. A quick 
duet on the Earth God’s Lyric shall 
yield another door. j 

Leave Medli behind as you dispatch 
a pair of zombies (sunlight stuns 
them), then bounce sunlight off this 
room's handy mirrors to vapourise a 
trio of luckless statues. So doing shall 
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reveal yet more 
doors. Take the onec 

your left. 
Try to kill off the pools of 
darkness in this smoky hallway 
before you enter — fire arrows wo 
best. Then cross the hall, push the 
mirrored statue onto the floor tile, ar 
hammer down the nearby switch to 
bounce some sunlight off it. 

Return to the mirrored room, and 
take the opposite door. This is a 
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simple, yet frustrating area; dash 
through the smoke, with your 
weapons disabled, dodging pools of 
darkness that you cannot really see, to 
obtain a Small Key from a treasure 
chest. Thankfully, opening that chest 
clears the smoke. If you like, you can 
destroy all three pools of darkness to 
reveal a Treasure Chart. 

Now, with Medli, use the wrecked 
pillar to give yourself the boost you 
need to reach the top of the granite 
block, like so. From your position on 
the block, you can reach the locked 
door. Use the Command Melody to 
bring Medli with you. 

The mirror you set up provides a 
method of dispatching the ghosts that 
haunt this room. Send Medli into the 
beam of light, once all the enemies 
are (re-)dead, and reflect it slightly to 
her right. Link can use his Mirror 
Shield to bounce sunlight into the 
statue against the far wall, revealing a 
new door. 

The subsequent catacombs are full 
of ill-maintained sarcophagi, the lids 
of which will Fall down as you walk by, 
so be careful. The place is Full of bats, 
and two of the sarcophagi play host 
to zombies; the third, a skeleton 
warrior. Destroy them all, then walk 
Medli to the plinth around the corner 
for another rousing rendition of the’ 
Earth God's Lyric. Go down the stairs 
to the left and jump down with both 
characters; the bottom of the pit is 
inhabited mostly by darkness, and can 
mess up your entire day. Use the door 
at the bottom of the stairs. 

Here's where things start to get a 
little bit tricky... 

* Jump down and push the two 
nearest mirror statues to the ends of 
their grooves. 


* Send Medli to the top of the domed 
building, where she can push a switch 
and let in the daylight. 

e Switch back to Link, get on top of the 
right-hand dais (as viewed from the 
ledge), and reflect sunlight onto both 
the nearest treasure chest and one of 
those evaporating statues, to reveal... 
e ...a mirror statue, Pull the statue out 
of its enclosure and push it to the end 
of its rut, then go stand on the dais 
that's inside the alcove on the right 
side of the room. 

e Reactivate Medli. Bring her down to 
the dais where Link stood to reveal 
the treasure chest. Reflect sunlight off 
of her harp directly onto Link. 

* As Link, shine sunlight on the wall 
right in front of you to reveal another 
mirror statue. Manipulate it to the end 
of its rut. This will create a circuit that 
will beam sunlight throughout the 
room, but we're not quite done yet. 

e Go and stand on the dais at the end 
of the circuit. From here, you can 
open a secret door that leads to three 
crypts; shine sunlight on them to 
reveal three skeleton warriors, the 
deaths of which occasion the 
appearance of a Treasure Chart. (You 
may want to save this until last, as 
leaving the mirror room will reset the 
positions of not only Medli, but a few 
of the statues.) 

* Meanwhile, back at the mirror room, 
that same dais can be used to open 
the second cloaked treasure chest, or 
destroy another statue to reveal 
another mirror. Drag it out, as before. 
e Bring Medli back down to stand on 
the dais in your stead. There's a 
shorter platform next to it; have her 
reflect sunlight in its general direction. 
e Switch back to Link, stand on that 
dais, and use Medli’s beam to destroy 
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the wall. From here, pull out yet 
another mirror statue. 

e Now, for the final step, send Medli 
over to stand on one of the dais with 
a snake overlooking it. Shine some 
sunlight on the face of the ‘sun’, as 
you did before in the smoke-filled 
room on 1F. 

e Switch over to controlling Link and 
repeat the rocess. 


The newly revealed door leads to a 
celt block patrolled by a knight and 
two smoking skulls. Dispatch them for 
~ at last! - the Big Key. To get back to 
the Big Door, return to the ledge 
below it. You may climb up the vines 
on the wall here to reach the next- 
highest ledge, and Medli can fly up 
after you. Use her to reach the Big 
Door, then open it, and get ready for 
yet another... 


BOSS 
Giant Ghost 
D'you think this guy and King Boo 
hang out? Reflect sunlight onto the 
ghost from one of the few patches 
that hop around the battlefield, and 
he'll become solid and immobile. This 
is your chance to throw him like a 
bowling ball at one of the giant spiked 
columns. So doing explodes the giant 
ghost into his constituent parts real 
good. Destroy all the smaller spectres 
with your sword, and it’s a done deal. 
Beware, though. Touching the giant 
ghost will screw up your controls, and 
it uses both wind and fire breath to 
try to knock vou into the walls. Victory 
rewards you with a Heart Container. 


WIND TEMPLE 
When you feed Gale Isle’s fish, he'll 
suggest that you head to Ice Ring Isle. 


Upon your arrival, shoot a fire arrow 
into the blue cloud atop the island to 
start your five-minute countdown. Get 
on shore and make your way further 
in, then make your cautious way 
along the one path open to you, into 
the dragon's mouth. 

The inside of said dragon's mouth 
isn't as big as it looks; two ice slides 
later, you'll be in position to claim your 
new Iron Boots. 

Sporting your new stylish Footwear, 
you can climb the beachfront at Gale 
Isle and smash the offending statue 
with your Skull Hammer. Entry 
achieved. Once inside, check the plinth 
and wave the stick to learn the Wind 
God's Aria. 

Once again, you've got a quest to 
undertake, and you only know one 
fiddle player. It's time to go back to 
Forest Haven and grab Makar. 

When you arrive, you'll see musical 
notes coming from a waterfall near 
the dock. Grapple onto the branch 
over your head and swing on in. 
When you talk to Makar, play him the 
Wind God's Aria. 

Return to Gale Isle. Just as with 
Medli, play the Wind God's Aria with 
Makar in the room to break the plinth, 
and gain access to the temple proper. 

Pick Makar up and go through the 
first door, then take control of him 
with the Command Melody. Makar can 
fly, and plant trees on patches of 
earth. Doing so here will net you an 
Orange Rupee. 

Fly Makar up to the next ledge, 
over the wind, and drop him onto the 
switch. As Link, climb onto the higher 
of the two spring-loaded platforms, 
put on your Iron Boots, and take them 
off again. You'll go flying. At the apex 
of your jump, trigger the Deku Leaf to 
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glide to Makar’s location. Grab him in the next room, but he's imprisoned 

and go. at the moment, owing to a heavy 
Dispatch a pair of statues, then hit statue; so much for the Power 

the windmill in the centre of the room Bracelets, huh? Keep moving for now; 

with a gust of wind to raise the back the statues that guard the next door 


wall. With Makar in hand, run past the can be killed with an arrow to the eye, 
sliding blade trap, then plant a couple then a bomb in the mouth. 


of trees to raise the gate. When you're past that, bash 
through a weak spot in the floor with 
MEET YOUR MAKAR your Iron Boots, slay a pool of 
Take control of Makar again when you darkness, and activate the nearby 
reach the next room. Fly him up toa windmill. When you jump back up 
series of ledges, planting a tree each with the spring-loaded platform, you'll 
- time, to raise the next two gates... find that what was once a wall has 


and get him captured. He's gone for 

now. Use the one door you can reach. 
Dispatch a couple of bulbs with 
your Boomerang and sword. Makar's 
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become the floor. Take a Joy Pendant 
from an alcove, then use the door 
past the plinth. 

Through here, use your Deku Leaf 
and the handy updraft to reach the 
switch atop a high ledge, which will 
lower part of the chain-link fence 
ahead. Glide over to it and go 
through, but watch your back; 
another wizard is standing guard. Fire 
arrows are his just reward. 

From this collection of ledges, glide 
around. One gate leads to the 
Dungeon Map, while another takes 
you to an open chain-link fence. 
strewn with skulls. Another wizard will 
lay down a barrage of fireballs as you 
draw close, backed up-by some of 
those bulbs we learned to love all the 
way back at the Forest Haven. 

The next door leads straight to a 
floor switch overlooking Makar's 
prison. Pound it down with the Iron 
Boots, then dive down the resulting 
hole in the floor, using the Deku Leaf 
to break your fall. There are two doors 
at the bottom, one of which is locked. 

Use the other. 

The point of this room is to smash 
through all five Fragile floor tiles, thus 
causing a new treasure chest to 
materialise. Do so; you'll need to move 
the spring-loaded crate across the 
floor below so you can get back out, 
as well the plain crate next to it so you 
can get onto the springs. Then, when 
the new treasure chest materialises (a 
Small Key, joining the existing Treasure 
Chart), you'll need to move it back so 
you can get to the chest. Doing so 
makes the spikes retract. 

Go and unlock the door. Doing so 
will get you into a scrap with a 
particularly annoying teleporting 
wizard, who likes to summon Knights, 


Moblins and Bulbs to back him up, but 
hit-and-run is the order of the day 
here. Keep running around the edge 
of the room until you get a chance to 
stab or shoot at the wizard. When he's 
gone, wipe out his backup. Your 
reward will be a staple of the series, 
the Hookshot. 

Use it now, targeting the bullseye- 
esque item on the wall, to carry 
yourself up to a switch. Hammer it to 
let yourself out. 


PLAYING HOOKY 

Use the Hookshot to climb back up the 
central shaft. When you can go no 
higher with it alone, glide across the 
shaft to a treasure chest with the 
Compass in it, then use a spring 
platform to continue your ascent. At 
the top, you should wind up back at 
Makar’s cell; put on the Iron Boots, 
then Hookshot the Forehead of the 
statue to Free him. His cellmate is a Joy 
Pendant. (At your leisure, pull down all 
the statue heads on the walls with 
bullseyes on their foreheads, and 
destroy all the enemies. You'll reveal a 
Treasure Chart.) ` 

Drop to the ledge just below 
Makar’s prison, then move over a bit 
so you can Hookshot the closest 
available target. Have Makar fly after 
you, and revisit the room where 
Makar got captured. 

The trees that Makar planted can 
be used as Hookshot targets. Do so 
with a quickness, before the resident 
wizard gets a chance to summon up 
too many monsters. Make him good 
and dead, then get Makar to fly up 
after Link and exit. 

The following cliffs are guarded by 
smoking skulls, but the Hookshot 
helps to destroy them. Do so, so that 
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Makar can remain unmolested while 
he plants Hookshot targets for Link, 
and exit. Beware of the pool of 
darkness on the tallest cliff. 

The old two-characters-two- 
switches situation rears its ugly head 
in the next room. Now, the route to 
the boss is open, if not unlocked. 

Send Makar to the bottom of the 
shaft. He can plant two trees down 
here, which will, by some 
photosynthetic miracle, activate the 

propeller. As Link, ride the resulting 

updraft to the highest room on the 
shaft. You'll get into a scrap with six — 
count ‘em- hopping statues. Their 
defeat is worth a Small Key. 


KNIGHT KNIGHT 

From your lofty perch, descend via 
Deku Leaf to the eastern hall on the 
first Floor of the dungeon; it may be 
easiest to enter freefall between 
updrafts, and then glide over to the 
entrance as you pass it. Dispatch both 
guardian statues — an arrow to the 
eye, a bomb down the throat — and 
then summon Makar to join you. 

This door leads back to the plinth 
you had to ignore a long, long time 
ago. Play the Wind God's Aria, then 
pick a fight with two white knights 
and one black knight. It’s not going to 
be easy, but once you manage to 
knock one knight's breastplate off, 
keep circling around them; the other 
two will frequently hit their buddy by 
mistake. They're guarding the Big Key. 

Jump headlong down the main 
shaft with Makar, and unlock the door 
under the propeller. It leads directly 
into a bastard of a fight with two 
skeleton warriors, a wizard, and a lot 
of those spiny black things; your best 
bet may be to Hookshot to a ledge 


early on, so you can shoot the wizard 
with relative impunity. When that’s 
over with, there’s a switch up ona 
high ledge that wants to be stomped 
on; equipped with the Hookshot and 
Iron Boots, this should prove to be a 
simple matter. 

The next walkway is a bit trickier. 
First, dispatch the guardian statues 
and Moblins that stand guard; if you 
should fall, climb back up using the 
vines near the door you entered by. 
With the enemies defeated, fly Makar 
over the wind tunnels for just long 
enough to plant a tree. Link can now 
Hookshot across the gap to slay the 
pool of darkness and Bulbs that haunt 
the opposite end of the room. 

The next room is difficult. You must 
use one of the iron blocks to hold back 
two of the blade traps. First, trap the 
nearest one, which is easy enough; 
second, put the Iron Boots on, then 
push the crate just far enough 
forward that it still pens in the first 
trap, but can also block the second. 

From there, it’s easy. The gap in the 
floor makes it trickier to pen in the 
third blade trap, but that's easily 
circumvented; just toss one crate into 
the gap and use it as a stepping stone. 
With that done, put on the Iron Boots 
again, grab Makar, and go sing the 
Wind God's Aria to another plinth. It’ 
yet again time for... : 


BOSS 

Antlion 

Interesting choice of bosses for the 
Wind Temple... 

It’s not so much what the Antlion 
does, so much as how it does it. IF 
you're too busy fighting its weak 
spawn (aim for the head), or trying to 
target its blue tongue with your 
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Hookshot (bring It close, then give Ita 
good slashing), it'll eat you and take 
away al least two Hearts. Keep an eye 
on the ground surrounding you; if it 
turns dark, start running in the other 
direction as fast as you possibly can. 

After you hit its tongue, it'll 
probably dive under the surface, 
letting its spawn do the fighting for a 
while as it warms up for a massive, 
full-body suicide dive. Just don’t stop 
moving, and it should miss. 

You will, of course, receive a Heart 
Container - the last one in the game - 
for the Antlion’s death... but more 
importantly, you'll restore the Master 
Sword to its full power! Job done. 


TRIFORCE PIECES 

After you clear out the Wind Temple, 
the King of Red Lions’ next mission for 
you is to search for the eight pieces of 
the missing Triforce. The first problem 
you'll run into is that all eight pieces 
are underwater - you'll need to find 
the charts that indicate their positions 
before you can find the pieces. 

One helpful hint is that when the 
fish are talking about ‘Triumph Forks,’ 
they refer to the Triforce; the Nintendo 
translators are apparently making 
their own fun. 

Once you've found one or more 
Triforce Charts, take them to Tingle on 
his eponymous island. He'll charge 
you truly extortionate sums of money 
to translate the charts, but 
afterwards, you can search for the 
Triforce just as you did with the 
Treasure Charts. The locations of the 
Charts are as follows: 


1. Past the ships guarding the Islet of 
Steel, sail inside. Stand on the purple 
tile and play the Wind's Requiem. 


2. Give the teacher on Windfall Islang 
20 Joy Pendants to receive the Cabajg 
Deed. You can now enter the cabin at 
the Private Oasis. 

Inside, pull the lever on the ceiling 
with your Grappling Hook to put out 
the fire and reveal a crawlspace. 
Navigate the maze below to find 
another strangely-shaped floor tile. 
Stand on it, play the Requiem, and 
receive your prize. 


3. Head to Bird's Peak Rock with a 
Hyoi Pear and your Bow ready. Take 
out all the larger birds who nest in the 
nearby peaks, then send a seagull up 
there to hit the five switches in the 
larger birds’ nests. This raises the iron 
gate in the cliff nearby. 


4. On Diamond Steppe Island, 
Hookshot up the cliffs until you find a 
hole in the ground. Drop in, and you'll 
find yourself in a ships’ graveyard. 

From your starting point, jump into 
the first cauldron, then run around the 
corner, defeat a pool of darkness, and 
use the cauldron it was guarding. 

You'll wind up on a deck near a Joy 
Pendant; drop down and enter the 
closest cauldron to where you landed. 

Defeat a poo! of darkness and jump 
into the left-hand cauldron against the 
back wall of this deck. Claim the Ghost 
Ship Chart from a treasure chest, then 
run across a broken mast to reach the 
exit teleporter. 

With the Ghost Ship Chart, the 
Ghost Ship’s location is marked on 
your Sea Chart. 

(It only shows up at night, near one 
of a Few different islands — the fish 
usually mention it.) 

Catch up with it (use the Song of 
Passing) and win a Fight in its hold. 
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5. There's a trio of bomb ships 
hanging out to the northwest of 
Needle Rock Isle. Blow up the golden- 
coloured one with your Bomb Cannon 


and search where it sank to get this 
Triforce Chart. 


6. Behind Link's grandmother's house 
on Outset Island, climb up onto the 
cliff ledges and Hookshot the tree at 
the top of the bluff. Move the giant 
rock to open the entrance to the 
Savage Labyrinth - 50 levels packed to 
the gills with monsters. Prepare 


yourself for a long, gruelling bout, as 
the sixth Triforce Chart is on the 30th 
floor, behind another seal requiring 
the Wind's Requiem. It’s not as hard as 
you might think, but it wouldn't be a 
bad idea to bring an Elixir Soup and as 
many Fairies or Potions as possible. 


7. At Stone Watcher Island, move the 
statue head and drop into the hole. 
Enter each room and slay all the 
monsters inside to light the torch 
above each door. Doing so will unleash 
a posse of Knights in the main area, 
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but their deaths will unlock the final 
gate. Go inside and play the Wind's 
Requiem to get the Chart. 


8. Hookshot over to the topmost 
tower at Overlook Island, and drop 
down inside. You'll have to pass tests 
that involve beating the pudding out 
of three or more enemies at once, 
before being admitted into the 
chamber that holds this Chart. Play 
the Triumph of Winds. 


PIECES OF HEART 

Pieces of eight! But not quite. It's 
pieces of heart, you see, for this is 
Zelda, and collecting hearts mean 
lovely, life-enriching health. Mmm, 
health. So here's where to get all the 
heart pieces. Sexy, no? 


1. Win the mad squid-shooting game 
on Windfall Island. 


2. Talk to the teacher on Windfall, then 
talk to the four kids outside. They'll 
challenge you to play hide-and-seek. 
One's behind the bomb shop, where 
you'll have to sidle around the left side 
to reach him; one’s in the tree near 
the town gate, and will fall out if you 
hit the tree with a rolling attack; one's 
behind the gravestone by the dancing 
guy; and the last one's on a ledge 
behind the school, accessible via a 
very narrow wooden walkway. Find 
and catch all Four of them to receive 
their respective Piece of Heart. 


3. In the Forsaken Fortress, when you 
find the Dungeon Map, drop down 
from that balcony to find an empty 
cell. The switch that will open that 
door can be found in the corner of the 
room, behind a stack of barrels, Flip 


the switch and then enter the cell to 
find a treasure chest. 


A. Check the wriggling mailbox as you 
leave Forest Haven with Farore's Pearl, 


5. On Star Island, bomb the large 
rocks until you uncover a hole in the 
ground. Enter, and defeat all the 
monsters to reveal a treasure chest. 


6. Take the postman’s job on Dragon 
Roost Island to play the envelope- 
sorting minigame. If you can sort 25 
or more envelopes within 30 seconds, 
you'll become a legend among 
postmen. Come back later, and one of 
the part-timers will ask you to do it 
again. Do so, and he'll give you a Note 
to Mom. Drop it into the nearest 
postbox and pay the postage, and 
you'll eventually get a Piece of Heart 
in the mail. 


7. A piece is atop the taller of the two 
Angular Isles. To climb up there, just 
keep an eye on the blocks, to see 
which of them can be pulled or 
shoved, and do so. 


8. An undersea treasure off the coast 
of the larger of the two Angular Isles, 
as shown by Treasure Chart #15. 


9. Off the coast of Crescent Moon 
Island, as per Treasure Chart #11. 


10. At the beginning of the game, you 
had the chance to bring Mrs Butcher 
three piglets in exchange for 60 
rupees. IF you did so, there'll be a 
giant black pig in her yard when you 
return to Outset Island later in the 
game. Lift the pig - you'll need the 
Power Bracelets to do so - and bring 
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it to the patch of black earth south of 
the lighthouse. IF you throw some Bait 
down here, the chubby old porker will 
dig up a Piece of Heart. 


11. On Outset Island, hit Orca the 
weapons trainer 500 times. 


12. Difficult-but-not-impossible: use a 
Hyoi Pear to take control of a seagull 
on Needle Rock Isle. Fly up to the top 
of the ‘needle’ and hit the switch there 
to turn off the flames surrounding a 
treasure chest on the ground. You'll 
probably need more than one Pear, so 
you can use your first seagull to draw 
the needle’s population of evil birds 
down to ground level. 


13. Buy a Piece for 950 rupees from 
the sailing shop near Rock Spire Island. 


44. Visit Windfall Island at night. Circle 
the building that hosts the squid- 
shooting minigame until you see a 
ladder on its side. Climb it, summon a 
northern wind, and hit the switch to 
activate the Ferris wheel. Board it by 
leaving the minigame booth through 
the back door, and as your car reaches 
the top, nock a fire arrow and shoot it 
directly into the rotating horn. This will 
relight the lighthouse and ‘decloak’ the 
treasure chest on the sandbar directly 
south of Windfall. 
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45. After the lighthouse has been lit, 
talk to the Ferris wheel attendant. 


16. With the Deluxe Picto Box, take a 
colour pictograph of the pretty girl 
hanging around next to the squid- 
shooting booth. Give the pictograph 
to the guy in the red hat who walks 
around in the daytime. Two days later 


they'll be together in the coffee house. 


Speak to them. 


17. On Pawprint Isle, trim the grass 
until you find the crawlspace in the 
side of the dome. Crouch down and 
go in, drop into the hole, and prepare 
to massacre some Chu Chus when 
you land. Beat them all and hunt 
around You'll find a Piece of Heart in a 
treasure chest down here. 


18. Win the cannon-shooting 
minigame on Spectacle Island. 


19. On Windfall Island at night, they 
hold auctions on the first floor of the 
rich man's house. The first auction will 
be for a Piece of Heart. To win, jam on 
the A-button until the bar at the 
bottom of the screen fills up, and then 
bid like crazy. A sure-fire method is to 
wait until there are only about 20 
seconds left, then raise the bidding by 
100 rupees or more. You'll stun the 
other bidders into insensibility. 


20. After your second visit to the 
Forsaken Fortress, visit the rich man’s 
home in Windfall Island. There's been 
a change of ownership. Talk to Maggie 
to receive the Letter to Moe, then go 
and post it. IF you come back later on, 
Maggie's father will be arguing with 
the postman. Catch up with him in the 
coffee house, and he'll give you the 
Moblin’s Letter. Go deliver it to Maggie 
for some comedy gold. 


21. Bomb the rock on the top of Bomb 
Island to gain access to a short 
dungeon, with a Heart Piece as its 
ultimate prize. 


22. As detailed on Treasure Chart #20, 
look off the coast of Bomb Island for 
another piece of Heart. 


23. Check Treasure Chart #23, and 
dredge up this Heart Piece from the 
coast of Diamond Steppe Island. 


24. Give 20 Golden Feathers to the 
guard on the second floor at Dragon 
Roost Island. You'll later receive a 
Heart Piece in the mail. 


25. There's a Piece in a submarine to 
the south of the Five-Star Isles, where 
it's heavily guarded. 
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26. This one’s somewhere off the 
coast of the Five-Star Isles,as_ ` 
indicated by Treasure Chart #33. 


27. Visit the fairy at the Two-Eye Reef 

and have your magic meter extended, 
then go to the Flight Control Platform 

and win their challenge. 


28. Off the coast of Forest Haven. 
You'll need Treasure Chart #31. 


29. Bring a flask of Forest Water to the 
Koroks at Cliff Plateau Isles, Private 
Oasis, Needle Rock Isle, Shark Island, 
Greatfish Isle, Mother & Child Isles, 
Star Isles, and the Eastern Fairy Island. 
You have 20 minutes, and you can’t 
teleport. Tricky. 


30. Fly a seagull to the Piece of Heart 
atop Headstone Island. 


31. With Treasure Chart #30 in hand, 
you'll find this Heart Piece off the 
coast of the Pawprint Isle. 


32. Treasure Chart #2 shows this 
Heart Piece as being just off the coast 
of the Rock Spire Isle. 


33. Destroy the cannon ships that - 
patrol south of Rock Spire Isle, and 
dredge the ocean where they sank. 


34. Beat the Big Octo at the 
Seven-Star Isles, then go fishing 
where it died. 


35. Off the coast of the Southern Fairy 
Island. You need Treasure Chart #4. 


36. Destroy the cannons on the 
platform west of Stone Watcher 
Island. 


37. Check Treasure Chart #5, and go 
fishing for this Heart Piece near 
Thorned Fairy Island. 


38. Inside Three-Eye Reef, as per 
Treasure Chart #38. 


39. A Flock of seagulls north of Tingle 
Island will lead you to a Big Octo. Fish 
where it explodes for a Heart Piece. 


40. After you beat the Forsaken 
Fortress’ boss, you can talk to the guy 
in Windfall who sold you the sail, and 
he'll have a business proposition for 
you. He'll give you the Town Flower. 
Trade that to the merchant on 
Greatfish for the Sea Flower, which in 
turn can be traded to the same guy 
for the Exotic Flower. Trade that for 
the Sickle Moon Flag, with the guy on 
Bomb Island, who'll be willing to trade 
that Flag for the Fountain Idol. The 
Idol can be traded for the Big Sale 
Flag, if you talk to the guy at the 
Mother & Child Isles, and our old 
buddy at Greatfish will offer a Hero's 
Flag in exchange for that, and a 
Postman Statue in exchange for that. 
Trade the Postman Statue for the 
Shop Guru Statue at the Mother & 
Child Isles, and finally, one last 
swap — exchanging the Guru Statue 
for a Piece of Heart - can be made 
at Greatfish. 


41. Once you've begun the sidequest 
above, Zunari in Windfall will begin to 
sell the items you've traded. Buy 
flowers from him, and plant them in 
the Joy Pedestals all over town. In 
addition to the Pedestals on top of the 
city gate, outside and across the street 
from the auction house, and outside 
Zunari’s shop, you can find them in 
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the Jelly Store; the school; the rich 
man’s house; the pictographer’s shop; 
and the squid-shooting booth. Fill all 
of the pedestals with flowers and talk 
to the man sitting on the bench by 
Zunari’s shop. 


42. And finally, if you can make it 
through all 50 floors of the Savage 
Labyrinth, a Piece of Heart is your 
reward. Or, in the Jap version, a 
measly 10 rupees. 


MISCELLANEOUS ITEMS 

e Near the gravesite on Windfall Island, 
you'll find Tingle, in jail. Let him out to 

get the Tingle Tuner. 


e In Tingle's cell, smash the crate to 
find a crawlspace. This leads to a small 
room containing a Picto Box. Bring it 
to the pictographer, who'll make you 
his apprentice after you look at all of 
his pictures on the second floor. Bring 
him snapshots of the walking guy 
saying hello to the pretty girl outside 
the squid-shooting booth; the guy in 
the coffee house as he freaks out 
(throw a pot at him first); and a man 
putting a letter into the post box 
outside the town gate. 


* Once that's done, catch the 
pictographer a firefly from Forest 
Haven, and in return he'll give you a 
smashing Deluxe Picto Box, which 
takes colour pictographs! 


e After the Forsaken Fortress is cleared 
out, you can talk to Zunari, the guy in 
Windfall who sold you the sail, and 
he'll have a business proposition for 
you. He'll give you the Town Flower. 
Trade that to the merchant on 
Greatfish for the Sea Flower, which in 


turn can be traded to the same guy 
for the Exotic Flower. At any time after 
this, you can return to Windfall Island 
and, if you speak to him at the left 
side of his booth, Zunari will give you 
the Magic Armour. 


e While you're on Outset Island, bring 
Orca the sword trainer ten or more 
Knight's Crests to learn the Hurricane 
Spin sword technique. You generally 
find Knight's Crests after dispatching, 
well, knights. 


* Bottle a fairy and use it on Link's 
granny to get two servings of Elixir 
Soup. She'll have more soup ready for 
you whenever you need it. 


e To learn the Song of Passing, use the 
Wind Waker while you're near the 
dancing guy on Windfall Island. He'll 
attempt to demonstrate his rhythm to 
you: left; right; down. Play it as he 
dances it to learn the song, which 
turns night to day and day to night. 


e Bring the teacher on Windfall 40 Joy 
Pendants to receive the Hero's Charm. 


TREASURE CHARTS 
Your Grappling Hook can be used 
to dredge the ocean Floor. A 
number of small treasures are 
randomly strewn around the 
Great Sea. Those treasures are 
indicated by small glowing rings 
on the surface of the water, and 
have nothing to do with the 
Treasure Charts. 

When you've opened a Treasure 
Chart (to do this, while looking at your 
Sea Chart, press Y, then R) and are 
close to the treasure it indicates, the 
game will flag it for you with a pillar 
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of yellow light sticking out of the 
water (D), which will disappear as you 
grow closer. You can also check out 
how close you are by looking at the 
Treasure Charts themselves. Here's 
where to find them all... 


4. The third floor of the Forbidden 
Woods, all the way across from the 
exit door. You'll need the Boomerang 
to open the treasure chest it’s in. 
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2. After your second visit to the 
Forsaken Fortress, gather 20 Skull 
Necklaces ~ you've beaten up at least 
that many Moblins, so it shouldn't be 
much of a problem — and go to 
Windfall Island. Climb the stairs next to 
the squid-shooting booth, take the 
balcony all the way to the door, go 
inside, and then give the Necklaces to 
the rich old man. 


3. Off the coast of Forest Haven, on 
one of the tree-covered, isolated 
islands. You'll need to get to the 
highest point possible, such as one of 
the grappling targets, and then glide 
towards the Chart with the wind at 
your back. 


4. Buy it from the sailing shop near 
Rock Spire Island for 900 rupees. 


5. Defeat every enemy in the main 
shaft of the Wind Temple. You'll need 
to pull out a few of the statue heads 
on the walls with the Hookshot to get 
them all. 


6. In the Tower of the Gods, look 
around the room where you Find the 
Compass. Shoot the eye on the wall 
with an arrow to open a secret door. 


7. Win the squid-shooting game on 
Windfall Island. 


8. On Horseshoe Island, get onto the 
shallow end of the ‘horseshoe,’ and 
use the Deku Leaf to knock walnuts 
past the tentacles and into the holes in 
the ground. 

Do so three times to reach the 
other end of the island, where you'll 
find a hole in the ground. Beat two 
beetles and a butterfly, 
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9. There's a submarine just north of 
Crescent Moon Island. Go in there and 
beat down everyone you see until a 
ladder drops. Climb it. 


10. On Crescent Moon Island, this 
Chart is in plain sight. 


11. On the second floor of Dragon 
Roost Mountain. You'll need the 
Grappling Hook to swing to the 
treasure chest it’s in. 


12. The second basement of the Earth 
Temple. While playing with the 
mirrors, look for a wall that can be 


destroyed on the left side of the room. 


Doing so reveals a secret door. 

Go inside, shine sunlight on the 
crypts to activate three skeleton 
warriors, and destroy them for 
the Chart. 


13. After your second jaunt through 
the Forsaken Fortress, destroy all the 
cannons and cannon boats in and 
around the Two-Eye Reef. 


14. Kill all the rats in the submarine 
north of Headstone Island. 


15. The basement of the Forbidden 
Woods. Pitch a bomb flower through 
the hole in the hollow stump to lay 
waste to the tentacle monster that’s 
holding the chest shut. 


16. There are three raised platforms 
to the south of the Seven-Star Isles. 
Invade them and destroy the wizards 
there to reveal three treasure chests, 
one of which contains the Chart. 


17. Win the cannon-shooting 
minigame on Spectacle Island twice. 


18. This Chart gets auctioned off on 
Windfall Island during the night. 


19. After you destroy the giant bird at 
the Forsaken Fortress, go to the Four- 
Eye Reef and blow up all the cannons 
and boats. You'll need to glide for the 
treasure chest from the wall that 
surrounds the Reef. 


20. In the room where you find the 
Small Key on the second floor of the 
Earth Temple, destroy all the pools of 
darkness for this chart. 


21. At the Cyclops Reef, do the same 
as you did to find Chart #19 — after 
the Forsaken Fortress, blow 
everything up, etcetera, etcetera... 


22. Defeat the crew of the submarine 
you'll Find northwest of the Northern 
Fairy Island. 


23. On Windfall Island, break the 
squid-shooting record. 


24. At night on Windfall Island, ride 
the Ferris wheel up and jump off the 
gondola onto the roof of the 
pictographer’s house. Drop onto the 
second-floor balcony, and use the 
crawlspace to get inside. You'll find 
the pictographer talking to a woman 
on the first floor - snap a colour 
pictograph of them both. Then show 
that pictograph to the gossipy women 
who hang out on the main street by 
day. You rotten scandalmonger. 


25. Go to the Plateau Isle and run 
along its path until you see.a hole in 
the ground. Drop into the hole and 
run a short gauntlet. IF you passed 
Forest Haven, this'll be old hat, 
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although you'll need bombs. Teleport 
back up to the surface to find one of 
the Dakars and this Chart. 


26. Exactly as you did with Charts 19 
and 21, head over to the Six-Eye Reef, 
with intent to depopulate with 
extreme prejudice. 


27. Hookshot up to the back of the 
Private Oasis to find this Chart in a 
treasure chest. 


28. This is revealed at roughly the 
same time that you're able to get to 
Chart #8 - you'll see it on the inlet, in 
the centre of Horseshoe Island. 


29. Activate the Ferris wheel on 
Windfall Island. As you ride it, you'll 
find you're able to jump from its 
gondola to the second-floor balcony 
of the pictographer’s shop. Inside, 
you'll find two chests, containing this 
Chart, along with a purple rupee. 


30. This one's on the second floor of 
the Tower of the Gods. There’s a weak 
wall at the bottom of the room, just 
next to the counterweighted 
platforms. Pull out a bomb and throw 
it at that wall just as it's about to go 
off. Inside the room you'll find a mark 
on the Floor that's sort of shaped like a 
throwing star. Stand on it and then 
play the Wind’s Requiem to reveal a 
treasure chest. 


31. Take a colour pictograph of the full 
moon, and then give it to the 
depressed man who's sitting on the 
stairs on Windfall Island. 


32. At Three-Eye Reef, break 
everything as per Chart 4s 19 and 21. 


33. Take a colour pictograph of the 
vain lady standing outside the Jelly 
shop in Windfall, then show it to her, 


35. A gang of Speeco-clad treasure 
hunters randomly patrol the ocean - 
Talk to them for a bit, and they'll hand 
you a Chart. 


36. This one’s in the basement of the 
Wind Temple, in the area behind the 
spikes, in the same area where you 
find a Small Key. 


37. On the shore of Ice Ring Isle, inside 
a frozen treasure chest. Break the 
treasure chest out of the ice with a 
well-aimed fire arrow. 


38. At Rock Spire Island, climb the 
peak and bomb the rocks in your way. 
You'll need to hold the bomb until the 
last second, then pitch it so it 
detonates in mid-air. This clears the 
way to a hole in the ground; jump in, 
grab a Deku stick, and light the two 
unlit torches to be attacked by a 
veritable ton of bats. Destroy them all: 


39. Win it in the night-time auction on 
Windfall Island. 


40. On the first floor of Dragon Roost 
Mountain. You'll need the Grappling 
Hook for this one. 


41. South of the Southern Fairy Island, 
you'll find three platforms full of 
enemies. Climb up there, kill all the 
monsters on the platforms and use 
bombs to destroy their cannons. You'll 
need the Deku Leaf in order to access 
the third platform, where the final 
Chart is located, 
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EMPTY BOTTLES 

« You'll receive the first bottle 
automatically from Medli on Dragon 
Roost Island. 


* The next bottle can be found inside 
the hold of a wrecked ship, to the 
southeast of Bomb Island. 


e Save your cash up, ‘cos you'll have 
to buy the third empty bottle for 500 
rupees from the sailing shop near 
Rock Spire Island. 


e After your second visit to the 
Forsaken Fortress, you'll notice a little 
girl standing next to the auction house 
on Windfall Island at night. Talk to her, 
then let her run off. 

Loiter around for a while, making 
sure that you stay out of sight, and 
eventually you'll see the girl as she re- 
appears and tries to break into the 
hooded merchant's safe. Catch her in 
the act - you have to touch her while 
she's working on opening the safe for 
this to work. In the ensuing 
conversation, claim to be an ally of 
justice, then listen to her story, and 
agree that the situation is terrible, but 
refuse to let her go. She'll cop a plea 
and then bribe you with the fourth 
and last bottle. 


BIG FAIRIES 

There are special Fairy Fountains 
scattered across the world map. IF you 
visit them, the queen fairies who live 
there will give you gifts to help you 
defeat Ganondorf. 


4. The first is on Northern Fairy Island. 
Visit this fairy to receive a larger 
wallet, which is capable of carrying up 
to 1,000 rupees. 


2. Southern Fairy Island. This fairy’s 
gift to you is the ability to carry up to 
60 bombs. 


3. Go to Mother and Child Island. 
Teleport there using the Ballad of 
Gales, and the Queen of All Fairies will 
then give you the ability to use Fire 
and Ice Arrows. 


A. Outset Island. Climb atop the 
eastern mooring of the suspension 
bridge and use the Wind's Requiem. 
With a western wind at your back, 
glide across the gap to the woods 
where you first met Tetra, then, aided 
by the Power Bracelets, lift the 
enormous rock you'll find there. Inside 
is another fairy, whose gift is the 
ability to carry up to 5,000 rupees. 


5. Find the fifth fairy on Western Fairy 
Island. You'll need the Skull Hammer 
to enter, and claim a quiver that can 
hold up to 60 arrows. 


6. Eastern Fairy Island. The Power 
Bracelets will allow you to move the 
giant rock in the entrance of the 
tower, so you can drop down and 
receive a capacity of 99 bombs. 


7. Head over to thorned Fairy Island. 
Hammer a few switches to lower the 
beastie’s tentacles and allow yourself 
access to the queen fairy's room, 
where she'll present you with a 99- 
arrow quiver. 


8. While you're at the Two-Eye Reef, 
defeat the marauding Big Octo that 
sometimes appears there. This final 
fairy’s reward takes the form of 
increasing the capacity of your magic 
meter. Nice! 
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